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YOU'VE CHANGED, 
MASTER CHIEF! 
DETAILS P. 52 





DETAILS ON THE 9 » 
SINGLE-PLAYER MISSIONS! 


LATE-BREAKING NEWS 
ON CO-OP MODE! 


EXCLUSIVE NEW 
HIGH-RES SCREENS! 


AND MORE! 
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EXPRESS YOURSELF USING COMPETE WITH ANYONE IN 


CHALLENGE ALL TAKERS IN 
THE MOST POWERFUL THE WORLD THROUGH A FULL ADRENALINE-FUELED DRIFT 
MODDING SYSTEM EVER SEEN. ONLINE CAREER MODE. AND RACE EVENTS. 





Language 
Suggestive Themes 


XBOX 860.5" zeae 


© 2007 THO Inc, All manufacturers, cars, names, brands and associated imagery featured inthis game are trademarks and/or copyrighted materials oftheir respective owners. All rghts reserved. Hot import Nights and its logo are trademarks of Action Media Operating LLC. Developed by Juice Games. Juice Games, Juiced, 
THO and their respective logos are trademarks and/or registered trademarks of THO Inc.All rights reserved. All other trademarks, logos and copyrights are property of ther respective owners, Microsoft, Xbox, Xbox 360, Xbox LIVE, and the Xbox logos are trademarks of the Microsoft group of companies. “PlayStation”, 


“PLAYSTATION”, “PS” Family logo and “PSP” are registered trademarks of Sony Computer Entertainment Inc, Memory Stick Duo™ may be required (sold separately). Online play requires Internet connection and Memory Card (8MB) (for PlayStation 2) (each sold separately). PLAYSTATION 3 online access requires broadband 
Internet service and a wireless access point or LAN. Certain limitations apply to Wi-Fi connectivity. User is responsible for Internet service fees. TM, © and Nintendo DS are trademarks of Nintendo. © 2004 Nintendo. 
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HOT IMPORT NIGHTS 


GET INTO THE DRIFT WITH 


JUICED 2 
the only place where superstar DJs, 


smokin’ hot models and totally tuned 


cars come into close contact. 
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ony Computer EMtertainment America Inc: “PlayStation/’ 
Entertainment Inc. “Play B3yond" is a trademark of Sony 
inmentinc. Actual online game play limited to 32 players. 


Warhawk is a trademark of Sony Computer Enter ment America Incy® \ 
“PLAYSTATION” and the “PS” Family logo are registered: demarks of Sony Com 
Computer Entertainment America Inc. “SIXAXIS” is a trademark of Sony Compute 
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One war. Infinite battles. 


Engage in a mind-bending battle that will fill the skies with 
carnage and leave the ground strewn with destruction. 
And with a total of 32 players armed to the teeth and on the 
hunt, you'll find death waiting for you everywhere you turn. 


SIXAXIS” 
WIRELESS 
CONTROLLER 


Motion-sensor input 
translates directly to the flaps 


and rudders of your Warhawk; 


enabling insane maneuver- 
ability and unrivaled control. 


PLAYSTATION 
NETWORK 


Enlist in the global network 
of gamers waging a never- 
ending war-supporting vast 
communities, competitive 
clans and in-depth rankings. 
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© 2007 Electronic Arts Inc. EA, the EAI 
trademark of Electronic Arts Inc. i 
registered trademarks or trademarks of the U.S. and/or regi 
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Combat Evolved: 
The Story of Halo 


The final count down is under- 
way for Halo 3’s September 
blast off, but Master Chief's 
epic adventure began way 
before the Covenant obliterated 
the planet (and Spartan home 
base) called Reach. Here's the 
saga of Halo—from its origins 
as an RTS game for the Apple 
Macintosh computer to its 
impending reign as the Xbox 
360’s FPS supreme. 





| available Games: 





accessibility: 








Online Play: 








64 Game Console Report Card 70 GamerHelp: BioShock 


School may be out for summer, but the books remain open on all of your favorite game You'll be shivering from a healthy 

systems. The GamePro Teachers’ Union has turned in its mid-term grades—find out who dose of “shock and awe,” when you 

made the honor roll, who needs improvement, and who’s in danger of failing. plunge into the underwater city of 
Rapture in BioShock. Here’s a little 
friendly advice to ensure that your 
first steps are not your last! 
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2 The Dinosaur 
Hunter Returns 


Turok lives! Here are the fresh details 
about weapons, multiplayer mode, 
and the biggest, most badass dino- 
saurs known to mankind. 


Tekken Goes Online 

That’s right, the PS3 version of Tek- 
ken 5: Dark Resurrection is getting 
an online component complete with 
leaderboards and a spectator mode. 


24 
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26 A Shot in the Dark: 
Condemned 2 
GamePro gets the team at Monolith to 
drop new details about Condemned 
2: Bloodshot, the sequel to last year’s 


horrifying crime thriller. 


The Best Game You've 
Never Heard Of: 
Left 4 Dead 


28 Days Later meets fast-paced zombie 
stomping in this four-player co-op 
game that will keep you on the edge 
of your seat—Left 4 Dead! 
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Parting Shot 


Neswieyolelialaliareyice 
Look a Lot like Halo 


Whether you're a Halo fan or not, the 
formidable spectre that is Master Chief 
looms over this season’s game launches 
like a giant Covenant mothership 
descending on New Mombasa. Right 
now it seems like all the buzz is about 
Halo 3—and then whatever shows up 
before or after it. 

To help better prepare you for the 
momentous event, this issue of GamePro 
dips into the well for a heaping helping 
of Halo. Now, maybe you fancy your- 
self some kind of Halo major domo and 
Xbox hardcore, but are you prepared to 
learn the “rest” of Master Chief’s story? 
You'll discover the true origins of Halo 
gameplay, the Halo “that could have 
been,” and more surprises than a Flood 
family reunion. 

But all praise and chest-beating for 
Halo aside, is Halo 3 going to be enough 
to shove the Xbox 360 up to the top of 
the game system totem pole. Also in 
this issue, we examine how the Xbox 
360 and other game systems are making 
the grade so far. GamePro’s video game 
systems report card will help you figure 
out whether or not you should be enrolling 
at Microsoft's Halo High this fallor maybe 
extending your gamers education to the 
School of Sony or Mario State. 
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GAME OF THE YEAR 


moteriol written oll over it. 


-LCOME ite) RAPTUR Pa * wos conceived a as an ‘indenes utopia 


aoeneeh 


omoti 19 | free thought, (rePenterorise and scientific experimentation. 


b Lesiotert isa CCUMOI|INg Abomination 
ie to fend ofa GENETIC CIVIL WAR. Rapture is paradise lost. 


So rkly mutated world of BIOSHOCK. 
It NS) a SHOOLEL ence any you've ever played, loaded with 


Ww ye0 pons and tactics never seen. Sure, you'll have an arsenal at your disposal 


fon simple revolvers to heat-seeking rockets and chemical throwers, 


se 


4 Vrotty Kel veh er A rerger oh on @ \A AVA tically alter eloltig DN TaN 
to create on even more deadly weapon—you. 
‘ ND ECTAB LE PLASMI Ds give you ungodly powers: 
“blost electrical currents into water to electrocute multiple enemies, 
REEZE THEM SO)EIDKo rte) obliterate them with the swing of a wrench, 


of create aswarm ro) attack hornets from spp ag own mutated flesh. 
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A genetically enhanced shooter. 


bioshockgame.com 
8/21/2007 


Blood and Gore 

Drug Reference 

Intense Violence 

Sexual Themes i 
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Strong Language : i NVIDIA. 
i Pracrnoroacd Tah — 
© 2002-2007 Take-Two Interactive Software ind ite gubsiioni sk, 2K Games, the 2K logo and Take- oliteractive So ware are rail trademarks ; and/or registered trademarks of Take-Two Interactive Software, Inc. in the USA and/or foreign 
countries. NVIDIA, the NVIDIA logo, and The Way It's Meant To demarks and/or registered tras N poration. All tights reserved. Microsoft, Windows, the. Windows Vista Start button, Xbox, Xbox 360, Xbox LIVE, 
and the Xbox logos are trademarks of oh icroeet group of companlee ie icon is isa ptrademark of the Enterta ment S 0 on. All other marks and trademarks are the property of their respective owners. All rights reserved. 











RCB BYRBEK'S THUMB TELLS 
SKATE WHY HE'S TIRED 
ALL THE TIME. 


skate: So, Dyrdek's thumb, why are 
you so tired all the time? 


Dyrdek's thumb: 
Because I'm ob= 
sessed with this 
gap to rail over 
by the docks. I've 
been staying up 
all night trying to 
make it. It's do- 
able, but it's nasty. 


s: In San Vanelona? 


dt: Yeah, that's 
pretty much the 
Cop oWin'gny of -Noy yun Oit-3 a -h -Py 
There and in Rob's 
sink. On a fingerboard he's kept 
around since like 1990. 


s: I thought those things were just 
for fingers. 


dt: I'm still a digit. I hate it when 
people are all literal about the 
thumb-finger thing. 


s: Sorry. Didn't know it was such a 
sensitive subject. So, your career's 
really blowing up these days. How 
are you dealing? 


dt: It's all pretty surreal. The 
travel, the free gear, the ladies, 









skating as a job. It's way differen 
than my old gig. . 


7 


s: So this is a dream come true. I mean, 
after rubbing on dudes for a living? 


s: What was that? 


dt: Masseur. 


dt: It's a step in the right 
direction. 


s: What's the goal then, if 

it's not pulling switch feeble 

fo ah oQol- Hn Kop all-{op afi e} old 

dt: I've always wanted to 
be a pastry chef. I think 
rolling cannolies would be 
pretty zen. 


s: So you're a real renais- 
sance thumb? 


dt: I’m into a little bit of everything. 
s: You thumb wrestle? 


dt: We just call it wrestling. For me to 
say thumb wrestle is redundant. 


s: So it's just skating to you, not thumb 
skating? 


dt: Exactly. 


s: Tell me about the flickit controls in 
the game. 


dt: I'm not really sure what that is, but 
if you're talking about the way the game 





s: Have you ever been arrested? 


s; Did you have to do the full line 
up thing? 


s: What about the environments? 






Ss: So you're 
straight gangsta? 


RATING PENDING 





Visit www.esrb.org 
for updated rating 


information. 


LIVE. 
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MaAss EFFECT 


STARCRAFT II 


FIFA SoccER 08 
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“Tony HAwxk’s PROVING GROUND MEDAL OF Honor: AIRBORNE 
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Yes, this is an in-game screen shot. And yes, Call of Duty 
4is one of the prettiest games we've ever seen. 


“CALL oF DuTY 4: MODERN WARFARE P33, Xnox 360, PC 


“JACKASS THE GAME 





es rage. 

Ea ps Gs SER 
He’s received the highest commendations for 
bravery. Countless decorations for honor and 
selflessness. But Master Chief’s greatest 
achievement reaches far beyond what any medal 
could ever hope to commemorate. 


Jericho VIL. The Battle of Reach. High Charity. 
Tales rife with sacrifice and courage. Tales 
that grow, flourish, and inspire. 


And while he shapes his own history, he if turn 
shapes the history of all who follow. 


For the men and women of the 26th century, he is 
a human embodiment of possibility, the last 
Spartan standing against an angry tide. This 
strength of spirit is forged through his legend. 


For no matter what horrors are released} upon 
the day, they cannot match ‘the reply “of 
soldiers emboldened with his spirit, ah afimy 
of Master Chiefs unto themselves. BELIEVE 





halogd-com 
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A hero need not speak. When he is gone, 
the world will speak for him. 
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With a EOneEENE onslaught (made 
famous by the Dynasty Warriors® play 
engine) of robotic soldiers intent on 
bringing you down to nuts and bolts, your 
only hope is to fight...with your favorite 
Mobile Suit. We know you can play, but are 
you a true Gundam® Dynasty Warriors® 
expert? Find out in our ultimate Dynasty 
Warriors® Gundam® challenge. 






ri 


Play as your favorite heroes - 
or villains - across the Gundam 





universe, fram the Universal Century Strategically strengthen your skills, 
Pilot agile, heavily armored Mobile to the Future Century. power and abilities with upgrades, both 
suits - optimized for shart range for Mobile Suits and pilots. 
combat with melee attacks and a 
wide array of weapons. 
Le er ee 
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Fantasy Violence 
Mild Language 
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Grand Prize 


(1 winner} 

yy Dynasty Warriors® Gundam® 
Custom Skinned Xbox 360™ Faceplate 

vv A copy of Dynasty Warriors® Gundam® 
for the PLAYSTATION® 3 system or Xbox 360” 


First Prize 


{4 winners} 

yz A copy of Dynasty Warriors® Gundam® for 
the PLAYSTATION® 3 system or Xbox 360” 

yx Subscription to GamePro Magazine 





Enter online and see official rules at: 


DWG 





WWW.ODYNASTYWARRIORSGUNDAM.COM 


GUNDAM? & ©1979-2007 SOTSU*SUNRISE. TM SOTSU. ©2007 NAMCO BANDAI Games Inc. Mobile Suit Gundam, G Gundam, Gundam Wing, ZETA GUNDAM, 
Mobile Suit and all related characters, names, logos, distinctive likenesses, drawings and other images contained in this product are the exclusive property 
P of SOTSU Co., Ltd. and Sunrise Inc. Dynasty Warriors and the KOEI logo are registered trademarks or trademarks of KOEI Co., Ltd. All Rights Reserved. 
a Microsoft, Xbox, Xbox 360, and the Xbox logos are trademarks of the Microsoft group of companies. “PlayStation”, “PLAYSTATION” and “PS" Family logo 
are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a registered trademark of the Entertainment Software Association. 
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KONGREGATE: UNFOLDING 
ONLINE COMMUNITY 


While the majority of online gaming is focused on consoles, there's a 
new Internet site geared towards PC gamers that’s picking up steam. 
< ordinary, and is working to change the way you think of Inter- 
net gaming. 

The website is home to a growing collection of over a 1,000 games, 
from mind-bending puzzles to quirky platformers and is working to bring a 
greater sense of community to online gamers. While in-game, players can 
chat with other gamers as well as have their results posted to leaderboards. 
There are monthly challenges and competitions that make the addictive 
games even harder to walk away from. 

There are ongoing challenges, like achieving a set score on a game or 
passing a pre-determined level, that when completed rewards players with 
collectable cards. The details of this card game are yet to be announced 
though Kongregate describes it as “card-based, tag-team, rock-paper-scis- 
sors Street Fighter with +10 awesomeness.” 

What truly sets Kongregate apart is that it strives to bring gamers and 
developers closer together. Users can submit their own games regardless 
of who they are. After playing the game players can also vote and rank the 


game similar to Netflix. Each month the best game nets a prize as well as 
the recognition of over the 600k users. 


. Page 30 





ongregate.com is making itself at home as the new neighbor 
on the gaming block. This web based game site is anything but Welcome | caps | 


UPLOAD COMMUNITY FORUMS 


|. Pop Me 
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SPECIAL POPPED: © 


xR MAIN MENU 
TARGET: 32 FTL A. 


MORE GAMES 





atUiaMm Cainelele|ammZcleLa va eltcbacelmanlinve mica cl tmcicreiaeiaiiare) 
for collectibles. The main character is a stick fig- 
ure sporting a truly fancy pair to pants. Jumping 
hasn't been this fun since Mario. 


spd e)(olaen @r-larehvaliicrclerehus-eelaremelantclm ich Zcit-een elie line! 
aalelal<ch Amu Ualiicm em alare mCemct-ier-] olcminelaam-melciielilelare) 
state of mind. The graphics are as crazy as the 
premise of this game. 
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and quirky music. This third installment in the series 
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points. This is one game that’s as hard to solve as 
itis to describe. 





, ARTISTRY AT THE REDLINE. IT’S HOW RACES ARE WON. POWERSLIDES. DRIFTS.. 

SLINGSHOTS. PUMP UP THE CROWD AND YOUR SCORE WITH EVERY HIGH-SPEED 

PRECISION MOVE. EACH MANEUVER YOU MAKE LEAVES A MARK. ON THE TRACK, 
AND ON THE OTHER DRIVERS’ FRAGILE LITTLE EGOS. XBOX.COM/PGR4 






PROSEGY GOTHAM RAGING? 
RATING PENDING 


: Visit www.esrb.org 
Microsoft eo for updated rating 
gama merudlts Seer information. 
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© 2007 Microsoft Corporation. All rights reserved; Microsoft the Microsoft Game Studios logo, PGR; 


Project Gotham Racifig, Xbox, Xbox 360, Xbox LIVE, and:the Xbox LIVE togos are’ trademarks. of the Microsoft group of:companies. 
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VVhat's the plot for the new Turok? 

Turok is set in the distant future and follows the story of Joseph Turok, 4 
black ops commando who is on a mission to take down his former mentor, 
Roeland Kane. Turek travels to the dangerous planet where Kane and his 
men have fled. While approaching the planet, the ship is shot down and 
Turok and his comrades must fight for survival against Kane as well as 
unpredictable ravenous creatures. 


Are the dinosaurs “alien” dinosaurs? Does this give you more freedorni 
to 6reate extra-vicious/imaginative dines? 
They are not entirely the same prehistoric dinosaurs that lived on earth, The 
dinosaurs in Turok eame from those earthy origins, but have undergone 
some 6Volutionary changes as part of the genetic alteration of the planet. 
There are a ton of different dinosaurs in Turok, from predators to 
herbivores, from small to huge, from pack animals to solo hunters. We 
tried to get a nice variety in behaviors as well, so that being hunted by the 
different dinosaurs felt different. The rest are still a big secret! However, 
you know that you ean ee to see Hal) aes Rex. 


Turok has a history of over-the-top weapons, like the Cerebral Bore. 
Will the new Turok coritinue in this vein, or will the guns be more back 
t= basi¢s assault Nes ang shotguns? 


game is rooted in a gritty reality: Sa the core group of weapons are SUB E 
versions of recognizable hardware. 

We also were very careful to make sure that the different groups of — 
weapons allowed the player to fight with different styles: Turok features — 
several weapons that cater to his ability to slip inte a stealthy mode and ataeh Bes 
fram behind cover. A perfect example of that is we Bow. 


Any plans for online riultiplayer? 
There will be online multiplayer for up to 16 players. There will bes severa eS 
modes Evalemast-| ele 


Is it possible to play the whole gare without fighting dinosaurs? ae : 
No way! 
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Tenacious Moses sounds off on the 
top stories on GamePro.com. 
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MANHUNT 2 SLAPPED WITH 


ADULTS ONLY RATING 

The ESRB assigned Rockstar Game's con- 
troversial sequel a dreaded “Adults Only” 
rating, meaning the game can’t be released 
on the PS2 or Wii in its current form given 
Sony and Nintendo rules. Check GamePro. 
com for late-breaking updates! 








Namco Bandai has announced Tekken 5: 
Dark Resurrection Online, a download- 
able upgrade for the PS3 brawler that 
adds new online versus modes, on- 
line ranking and lobbies, in-match 
spectating, and voice chat. It also 
adds two much-requested single- 
player features: a Practice mode and 
a fight-till-you-drop Survival mode. The We 
downloadable upgrade will be offered sep- 

arately from its standalone predecessor. PS3 owners can 
shell out $9.99 for the online update, while the original 
game costs $19.99. The online update may be available on 
Sony’s online store by the time you read this. 

As for news on the much-anticipated Tekken 6, Namco 
Bandai is keeping its cards close to its vest. What is known 
is that the arcade version is expected out in late 2007, judg- 
ing by the official trailer on the Japanese site. Tekken 6 is 
being developed around the PS3’s core Cell technology, 
strongly hinting that the game will be a PS3-only title when 
it’s eventually released to home consoles. The roster is ru- 
mored to be among the largest of any Tekken game to date, 
with at least 34 total characters. That includes three new 
characters: Miguel, a bullfighter; Leo, a female private de- 
tective, and Zafina, a lithe European warrior. Other char- 
acters are expected to get major overhauls as well. 





























PSP PERFORMANCE UPGRADED 

Sony has revealed that its new PSP firm- 
ware version 3.50 enhances the processing 
power of the PSP, bumping it up to its full 
potential of 333 Mhz. Early PSP games used 
slower speeds to maximize battery life. 


EXPERTS: GAMING “NoT AN 
ADDICTION” 


Following review and debate, the American 
Medical Association declined to call exces- 
sive video game playing an “addiction,” 
saying the topic warranted more study. 


<8) Oo SONY: AMERICANS WILL SEE 
145 PS3 GAMES IN 2008 


Of those, roughly 105 will be boxed games, 
with the remaining 40 to be distributed on- 
line over the PlayStation Network. Sony- 
developed titles will make up some 15 
games on the list. 
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Geek Speak ¢-0 


Big words, small type. AWN 
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performance, an obvious question, or a silly remark. 


NINTENDO SURPASSES SONY 
IN STOCK VALUE...BRIEFLY 


On June 25th, value in Nintendo stock 
rose to a record $53.06 billion...a slight 
lead over Sony’s stock. Before the stock 


OMG: “Oh my god!” Typically seen in response to some surprising spectacle or other. OMFG is acommon 
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Pwn: To thoroughly embarrass a rival. In use since the 1980s, but rose to prominence as a frequent mis- 
spelling in online multiplayer games. Rhymes with “Own.” 


WK-Y-1e¥-{f+{-¥> PM Ola lintMinycctantciaer-lanliarem ot-Tat-lale-m cola c-1el-L-ldiare meigelelolaliare mola -Momar-lelelataval ole Ml aicomk- melon al-1e) dipped again, Nintendo was briefly the 
opponent's face, thus maximizing the humiliation the poor sod feels. largest provider of consumer electronics 
in the world. Games!Industry.biz, Forbes 
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SHOT IN THE DARK “=Sux or Rules \vv 


Monolith takes a time out to talk Changing the world, one insult at a ti 


= Crackdown. An alrea 
\ cag) 1 
Xk scads of awesome new content, but a nasty 


yeapons, combat, and multiplayer 





details in Condemned 2: Bloodshot 


dy great game gets 





bug resets some saved games. Then the 
Crackdown distribution of the Halo 3 beta gets in- 





explicably delayed. Makes you wonder if anyone 
even tests this stuff anymore 


[EX New York. Not content to leave the drafting 
~~ oo 


BRIAN LEGGE, Lead Engineer: The updated combat system gives the player more options and Ny” of asinine, unconstitutional, and unenforce 
more control over encounters. The player can now throw their weapons at enemies, use combos, able legislation to Illinois, Louisiana, Minne- 
and simply pummel enemies with their fists. Another gameplay focus has been enhancing the fo- sota, and Michigan, the New York State Assembly 
rensics system. Many forensic opportunities are not mandatory but serve to aid the player in piec- rubber-stamps a bill that will make it a felony to 
ing the mystery together. sell or rent “indecent” games to minors. 

Two major additions that we're really excited about include multiplayer elements and the fact 2% Mad Tracks. What sucks worse than plunk 
Miet we are bringing the game to the PSs. i 7 ing down $10 for a mediocre game? Plunk 





ing down $10 for a mediocre game and then 
having it continue to act like the freebie trial ver 
DAVE HASLE, Producer: Melee combat is now more than sion. A patch should be in place by the time you 
just swinging a pipe this time around. The player can duke read this, but come on. 
it out with fists, throw objects, bust heads open with bot- 


tles, ignite enemies with tasers, throw them headfirst into RULES 


TVs, and much more. ; 
\ Warren Spector & John Woo. The legend 


| 
av? ary designer behind System Shock and 





S Deus Ex is teaming u 


: Ae f ; Hong Kong action to form a dream team for Ninja 
The pipe will definitely be coming back, along with sev- Gold, 


eral other favorites. We've greatly expanded our weap- 
ons arsenal to now include thrown weapons such as 


a game centered around “traditional ninjas 


in a modern-day setting.” We're so there. 





bottles ora billiards ball. In addition to the melee weap- . {\ Dungeon Runners. NCsoft’'s free-to-play 
ons, we've also added a number of new firearms. Addi- Ke ? MMORPG proves that you don’t have 
tionally, the player will ea to spend alm 5200 a ys have 
be able to interact with environmental objects enabling them great time slaughtering monsters, grinding 
to finish off an enemy in a more non-traditional way. levels, and selling vendor trash for coin. Even 
the slightly upgraded pay version is only five 
dollars a month. 
TARL RANEY, Associate Producer, Multiplayer: Condemned 2: & Sony. The v1.8 update gives owners the 
Bloodshot will feature a robust multiplayer component. We are Ky ps p -> and DVDs te 


? ability to upscale the 





working on several gameplay modes that will allow players to 
bring some of the trademark single player elements into a bru- 
tal multiplayer environment. 


full HD resolutions; stream images, mus 
and videos from a media server; anc 
support for USB printers. Maybe it is a computer 


after all 





— GAMES TO DIE 


O]Ulmelulacsalme)essi=sselals 


OF Wv-WN mp. 4:fo>: da1010)) FoORZA Motorsport 2 (XBox 360) Mario Party 8 (Wii) 

Based on the “Settlers of Catan” table-top game, With over 300 cars you'd actually want to collect, Going solo is painfully lame, but add three friends 
Catan‘s simple mix of settlements, dice throws, and an incredible handling model, and the best online and plain vanilla support for the Wii's motion sensi- 
igckxolUlgex-mag-lellale Mi-me(-1-)o-laem-y-1AV ale p support ever in a racer, your couch is your cockpit. _ tivity makes this aging series well worth playing. 
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- Blast by ARod. 
Body by milk. 





Before | hit the 
back some milk. 
The protein 
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some studies | 
suggest teens who. 
choose it tend 


to be leaner. 

Staying active, — 
eating right, and 
drinking three | : 
_ glessecacayor. 
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THE BEST GAME YOU’VE NEVER HEARD OF 


You are alone. You are left for dead. A GamePro exclusive interview with Michael Booth, founder of Turtle 
Rock Studios and creator of Left 4 Dead, reveals a squad-based shooter that promises to turn the zombie 


genre on its head. 


GamePro: What's the core story line behind Left 4 
Dead? What's caused the infectious outbreak? 


Michael Booth: The premise of Left 4 Dead imag- 
ines what would happen if a virus emerged that 
didn’t just make people ill, but actually changed 
their behavior in some dramatic fashion. In this 
case, the rabies virus has mutated and become 
incredibly virulent. Those unfortunate enough to 
be infected turn into raging psychotic berserkers, 
stripped of their humanity. 














Battle Results 


Batman easily dodges the first few volleys of gooey webbing, expertly 
throws a bola that pins Spidey’s arms to his sides, and tears across the 
ground between them on foot. Unfortunately for the Dark Knight, an 


SPIDER-MAN 


Powers: Cling to walls, shoot webbing 
_ Arsenal: Lots and lots of webbing 
Armor: Sentient alien symbiote 


Bane of Existence: Mary Jane’s smiling mug 


However, some are naturally immune. You are 
one of these very few “lucky” Survivors. Unfortu- 
nately, you find yourself surrounded by thousands 
of swarming Infected, hopelessly outnumbered. 
Only through cooperation with a few other Survi- 
vors do you have any hope of escape. 


































GP: Left 4 Dead is built around a four-player coop 
model. What can you do with four players that you 
can’t do with just one? 


MB: You present them with challenges that can’t 
be readily accomplished alone, but can be tackled 
if the group works together. 

Although the game seems to be about blast- 
ing hordes of zombies, it’s really about trust and 
cooperation under intense stress, which is sur- 
prisingly engrossing. 


GP: You can actually play as “Infected Bosses” 
during multiplayer matches. What’s makes the 
bosses different than the standard Infected? How 
do they work in a multiplayer battle? 


MB: Each is explicitly designed to break some rule 
of the Survivor's ideal experience. For example, if 
a mob of Infected hits from an unexpected direc- 
tion, you have to trust that your teammates have 
got their quadrants covered. The Smoker's tongue 
is designed to explicitly mess with this. A Smoker 
can grab a Survivor and pull them WAY out of po- 
sition, which often throws the whole team into 
chaos as they desperately try to regroup. 


BATMAN 


Powers: Esoteric combat training 
Arsenal: Loads of high-tech gadgetry 
Armor: Experimental armored suit 
Mentor: Ra’s al Ghul 

Bane of Existence: Conscience 















Mentor: Aunt May 





Spider-Man simply covers Batman's face 
HraWesy e101, 4vain ale lel our-]are mevelo) \Vm\Z-) colal-t-mdal-melalor 
time hero claw at his face and suffocate. 


alien symbiote has imbued Spider-Man with the strength to easily snap 
such restraints, and has dulled his nagging morals. Without hesitation, 


DECISION: Spider-Man > >> 
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Strategic use of light and darkness where the physic 
and stats of enemies change if they are in the she 


Innovative battle system that combines 
free-roam and turn-based action, 
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GROSS THE BRIDGE 
~ BETWEEN DREAMS 
AND. REALITY. 


Journey into a dream world where the wheels of destiny 





rhe 


_ reverse in the final hours of life. Late on the night of 
October 16, 1849, Frédéric Frangois Chopin, known as - 
Ww the Poet of the Piano, drifts between this life and 
the next. In his final etm oeoetorece Bernier iste! 
dream where he encounters a young girl facing a 
terrible destiny and a boy who will fight to save her. 
On the border between dreams and reality, Chopin 
, discovers the light that shines in all of us in this 


y) 


tale of good and evil, love and betrayal. 
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METROID PRIME 3 WATCH 


re 





No. It’s something we talked about early on, but we only have so many resources, and opted to de- 
vote those resources to making a better single-player experience. 


When wefirst saw the Wii controller, our game director Mark Pacini was really concerned about 
being able to take all the controls we used in MP1 and MP2—because, really, you use every 
single button in those games. So we spent a tremendous amount of time making the controls as 
seamless and intuitive as possible. Giving the player the opportunity to modify their control 
[sensitivity] settings as they get further into the game helped us reach that goal as well. 


We knew from the get-go that MP3: Corruption was the end of a 
trilogy. We knew from a design sense and the story that we were 
putting the button on the Prime franchise for the time being. 

| don’t think [a new series] is a bad idea at all. But as far as we’re 
concerned, we approached this as the last of three. It’s time to put a 
break on the Prime situation. But Metroid is a very strong series, [so] 
there’s no way they’re going to put this to bed. 


OVERHEARD THIS MONTH 


Shigeru Miyamoto, in an interview with GameDaily. biz. 


LocoRoco creator Tsutomu Kounu, speaking about charges that his game 
promotes racial stereotypes. 





Entertainment Merchants Association president Bo Andersen, on New York 
State’s A8696 bill. 












Do you know the world of Samus like the 
back of your hand, or are you a clueless 
NWTcdage)io Malelelorami-ic-melulan(cslar-]aremalnremelel 


Oy! 


1. Samus’ last name is: 
a) Erin 

b) Eros 

c) Aran 

d) Gamelan 


2. What is Samus’ profession? 
a) Professional bowler 

b) Bounty hunter 

c) Space marine 

op miei lemsreleitel ii tc 


3. On what planet was Samus raised? 
a) Earth 

b) Vulcan 

oom Feliteyam aa 

fo) Aci eler-) 


MATA are) mi aelercme)m Olciialel-meigcr-) (cle menlcm mel) (cl mele li ea 
a) Luminoth 

b) Fro-yo 
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5. What powerful substance was introduced in 
Metroid Prime? 

a) Phazon 

b) Plasma 

c) Protoss 


d) Phobos 


6. What two mini-bosses did Samus fight in the 
folate fiarelmivicienelie ra 

a) Ripley & Bishop 

b) Gamera & Giger "e 
c) Kraid & Ridley a 
d) Tango & Cash ats 


7. Metroid Prime 2: Echoes takes place on: 
Ey ANCTaTS) 

b) Aether 

c) Aesthete 

d) Tallon IV 


Soa Malom lave Mor-lamen"'cli MY taliamentem olecel(ct-me) m tale 
a) Living 

8) Dead . | . a. 

c) Artificially intelligent eee 

op ANI me) m daleme | oleniic) 


cS MA YAVA ATOM Vclom dnl om flare] Mole-t-Me) Mole] elci am \V/(clenel lena 
Ey Matiellen7 

lo) Ww lelalcmantcienelie 

c) Mother Brain 

d) Mama Cass 


10. Who really sent the strange telepathic mes- 
sage in Metroid Prime Hunters? 

a) Spire 

b) Gorea 

c) Noxus 

d) Samus 
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Mass EFFECT: 
GAME OF THE YEAR? 


Bia 








Five years from now, we may look back on Mass Effect as the game that defined BioWare. That’s no 
small praise, considering the developers are already proven masters of the role-playing form. Consider 
that the studio’s own Star Wars: Knights of the Old Republic and Baldur’s Gate are among the highest- 
rated role-playing games of all time and you'll get an idea of the stakes involved with Mass Effect. 

This sci-fi epic, the first part in a planned trilogy of games, is a culmination of BioWare's past accom- 
plishments in the RPG genre. Taking the role of high-tech soldier Commander Shepard, players must 
defend against a coming apocalyptic invasion of high-tech aliens bent on harvesting all intelligent life 
in the galaxy. As in Star Wars: KOTOR and Jade Empire, your in-game decisions will draw reactions 
from your fellow troops. If you treat others like a power-mad jerk, your party members may abandon 
or even attack you. BioWare’s storytelling prowess is legendary, and though Mass Effect’s plot details 
are still scarce, the story line alone will make it a must-play. Look for it this fall. 
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- A 
of Duty 4...Call of Duty 4.... One PR per- 
son screamed at us for giving a particular game (no, | won't say which one) a re- 
view score that was one tiny notch lower than the score given by another online 
site. The horror, the horror! The crap we put up with to work at this magazine... 

Half the staff is 
convinced the game will suck; the other half gushes over every new screen shot 
and online video. Can BioShock live up the hype? More importantly, can it live 
up to System Shock 2?... 

Part of me applauds the self-regulation of the games industry; 
the other part sees the ESRB’s ultra-stingy rating as a ploy to gain back the cred- 
ibility they lost during past blunders. But who loses in the end? The gamers... 

Guitar Hero II is still the most 
es & popular by far, but one look at Rock Band’s drum kit and online play sent our 
Pwned this month: | resident musicians into a meltdown... 

PR People, ESRB, | recently saw the game in action, and for a game that’s well 
and Zombie Games__ over a year away it looked remarkably polished. No online play, though... 
Ratchet & Clank, Lair, and Heavenly Sword 
all look good...but word on the street is that Uncharted: Drake’s Fortune is the 
game to watch this fall... 





Given that game’s smashing sales I’m surprised 
we haven't heard a peep from the guys at Insomnaic... 
| envision a mix between Grand Theft Auto IV and Sec- 
ond Life. In a perfect zombie game, you could barricade any building in any way 
M4 you like, adding protection through moats and electric fences and landmines. 
e-mail Sid: Of course, to upgrade your gear you'd need to venture into town... 
vicious_sid@gamepro.com 


COLLECTOR'S EDITION 

Part genuinely frightening creature feature, 
part hilarious dark comedy, this South Ko- 
rean horror film deftly mixes killer special 
effects with edge-of-your-seat tension. 
hostmovie.com 


$29.98 


yAo} 0) 9:Xe 

David Fincher’s character-driven history of 
an the Northern California serial killer, star- 
ring Jake Gyllenhaal and Robert Downey, 
Jr., is a moody study of obsessive behavior. 
zodiacmovie.com 


$19.98 


RED DAWN: 


COLLECTOR'S EDITION 

It's World War Ill in John Milius’ 1984 
memorable cold war fantasy about the 
“Wolverines,” a group of teenagers- 
turned-freedom-fighters. 


«No, I'm a burglar! Ge 
down on the ground! : 4 
oThis is a dreeeeamit! ss Some might even say, a 


| Yoooou're dreeeaming!! enacts 


Heartbreakers (Advance Mobile Applications) 
MUnteMel NAM intl aolcolvie|simercwe) ol dl late mola mugt-m Brow cell few ati 
Wremuahipe-Melboiciuclalacvolame)mer-i tine me tclanl-mm i si-Helor-lnaal ty 
time? Date two chicks at the same time, of course. 
Genuinely hilarious writing makes this one shine. 


Also worth a shot: Pirates of the Caribbean: 
At World’s End, Surviving Hollywood 
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ROcK BAND 


Drum, shred, and belt your way to rock stardom. This fall, you're the next rock god. 


 PS3 | Xbox 360 


f you aren’t a musician then you've never been 

on the self-esteem-bashing emotional roller- 

coaster ride of being in a rock band. Rarely 
does the sea of defeat part, revealing a glisten- 
ing high of momentary rock stardom. But when it 
happens, boy is it ever sweet. 

That's the first feeling | got from playing Rock 
Band; like | was about three weeks into practicing 
with a garage cover band, where the music just 
starting to come together into something other 
than spastic noise...something real. 

THERE’S No “I” in “RocK BAND” 

The brilliance of Rock Band, in concept, triumphs 
Guitar Hero’s solo manifesto. Yeah, it’s awesome 
to shred along to a face-melting riff, but any musi- 
cian will tell you playing live with other musicians 
is a whole other story. The feeling you get when 
you come together as a band and find that tight 
groove...it’s just unexplainable. 

In a Los Angeles studio, we jammed...and we 
jammed hard. With drumsticks in hand, you're 
Neil Peart. With an axe strapped on, you feel like 


Jimi, or even Flea when you’re thumping on bass. 
And, well, what’s Bon Jovi without some dude 
named Jon? 

While you're each hard at work on nailing each 
note, kick beat, or tambourine count, you're hear- 
ing the music come together as a whole. If your 
drummer sucks, it'll all sound weak, the drums 
falling out of the rhythm section altogether. Fret 
not, though, as a perfect run on another instru- 
ment can bring your foundation back. It’s a team 
effort, and there’s no “I” in “Rock Band.” 
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BEYOND HERO 
The similarities to Guitar Hero are there: 
speeding fretboards, tilt sensors, and even 
the five-fret guitar/bass design that GH fans 
will think comfortable (note that GH guitars 
will work with Rock Band). After all, Harmo- 
nix did develop the first game. But Rock Band 
takes it to an entirely different level. Even the 
game’s Fender Stratocaster gets a huge fea- 
ture boost with five new fret buttons for solo- 
ing and a five position effects switch (BOSS 
effects are confirmed) that looks just like the 
pickup shifter on a real Strat. But the real deal 
is online. 

That's right. If you can’t get enough hack play- 
ers to form a living-room band, you're in luck. You 
can customize your character and take your skills 
right online. No more posting Craigslist ads for a 
washed-up bassist with terrible time. Jump online 
and find one right away. All your band members 
could conceivably live in different cities across the 
country. Eat your heart out, Postal Service. 















ROAD TRIP 

Put the roadies to work! In Band 
World Tour mode, you'll be rocking 
socks off in these famous rock cities 
across the globe...in real venues! 


e Amsterdam 
¢ Berlin 


e Boston (three confirmed venues: Charles Pub, 
in Somerville, The Establishment in Cambridge, 
and Hancock Theatre) 


¢ Chicago 
¢London 

¢Los Angeles 

¢ Moscow 

¢ New York 

¢ Paris 

¢ Reykjavik 

¢ Rio de Janeiro 
¢Rome 

¢ Seattle 

¢ San Francisco 
¢ Stockholm 

¢ Sydney hone 
* Tokyo i 


1,454,642% 
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PREVIEWS 











Fives 


A Music DELIVERY SERVICE 

But it doesn’t stop there. With MTV Games and 
Universal Music Group involved, Rock Band is 
getting the star treatment. Guitar Hero is an of- 
fline game with online accents. Rock Band is a 
complete content delivery platform, offering up 
full—yes, full!—album downloads each week fol- 
lowing the release of the game. The first will be 
The Who’s “Who’s Next”, with Nirvana’s “Never- 
mind” also confirmed to hit after launch. 

How did they do it? MTV and Universal put to- 
gether a music advisory board, headed up by the 
E Street Band's Little Steven, to spearhead selec- 
tion of future tracks and albums, including down- 
loadable music. 


SUMMER TOUR 

Rock Band doesn’t just take idea of touring to the 
next level. It explodes it. You'll tour an astonish- 
ing 41 venues in the game’s World Tour Mode to 
real-life arenas famous for hosting a history of rock. 

The game’s pricing structure is still uncon- 
firmed, though online speculation has the stan- 
dard game at $60, a complete bundle with all 
instrument peripherals at $200, and individual pe- 
ripherals between $30 and $80. 

On November 6, clear some space. Your living 
room is your stage, and your fans span the globe. 
For once, rock stardom is in plain sight. We can’t 
freakin’ wait.—Mr. Marbles 


Want more Rock Band 


Gi screens and info online? 
Text jstr to 59479 
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15 TRACKS CONFIRMED 
FOR ROCK BAND 
Try these tunes on for size: 
four decades worth of rock glory! 


CLASSICS FROM THE 705 








Covers: 

Black: Sabatini tresses secsesenchossacsncsaestneceets “Paranoid” 

MOUNTAIN ete eeccteciskercascsctovniss “Mississippi Queen” 
Masters: 

Blue Oyster Cult... “Don’t Fear the Reaper” 

David! BOW ct. scrsrccscrsesves “Suffragette City” 

AT MOURAIMOMES vacvaiccsesseevecsicecoseecents “Rockaway Beach” 

WINE: Wh O\stests, crest ese “Won't Get Fooled Again” 

THRASHERS FROM THE 805 co BY AG \ a Qe : 

Covers: } 7 i SS ' 

RUS eae ieee eee “Tom Sawyer” ee LS Nn ; Pes) 
Masters: eS Y é. fon i} 

BonJovincee es ee “Wanted Dead or Alive” Le fa op J 
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Masters: 

INI VMAS ceresndeheciteasetenstonschescnatcsceesuneteseaes “In Bloom” 

SOMO MOMPISUPIOTS cerctrstavesrespecrcctesncocenes “Vasoline” 

WiOeZers. carrera ecu eosses eat ceaee “Say It Ain’t So” 


MODERN ROCKERS 








Masters: 
FOOIRIGITONS Sxhetstsacsescthesssctasngeavcanzabtensenn “Learn To Fly” 
TINO SIV OG Forintartente dunt snatin dcaanchcbecrvcaiee “Main Offender” ie Lg 
Queens of the Stone Age wesc “Go With the Flow” — -_ 
TING OL OKGS fence xchsstertan cas cpsrenussusnceusscrnenicsteetost “Reptilia” From the producers of 


Ultimate Avengers: 1&2 
and The Invincible fron 
Man_ comes the next highly 
anticipated Marvel Animated 
Feature. Witness the 
transformation of Dr. Stephen 
Strange as he enters a world 
of fantasy and magic — filled 
with mystical creatures and 
perils beyond human 
awareness. Enter the world of pian? gam SQRCERER | 
Doctor Strange . mereen 8! ts Soa 


aw Ann Nav iiewe Haare 
On LDYD an Bho lise 


ANUGUST It, 2007 


“FX 2h IN 2s 













For the first time ever, you 
- can experience the best, 
action-packed CGI animated 
sequences from your favorite 
_ Marvel video games on DVD. 
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EndWar is all about real battlefield tactics, not 
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ToM CLANCY’S ENDWAR 


Like it or not, EndWar is one of the most innovative games of the year. 





| PS3 | Xbox 360 


t’s not a stealth game. It’s not an over- 

the-shoulder urban shooter or a squad-based 

FPS. Despite what many are saying, it’s not 
even a real-time strategy game—at least, not as 
they’re commonly known. EndWar is something 
special: a strategy game that breaks away from 
the mold of the RTS genre and its stereotypical 
PC platform. It’s still an RTS, to the admitted be- 
wilderment of many fans of the Tom Clancy fran- 
chise. It just happens to be completely different 
from every other strategy game on the market. 








Ga 





YOUR ORDERS, SiR! 
Case in point: Arbitrary resource management has 
been thrown out the window. In EndWar, your only re- 
sources are your troops and the vehicles they guide. 
Likewise, the routine of building structures and devel- 
oping technology trees has been left to other games; 
here, the only constructing you'll be doing is of tacti- 
cal maneuvers and synchronized operations. 
Because that’s really what EndWar is. all 
about: Frighteningly realistic tactical warfare in 
a very near future. On the fields of tomorrow’s 


battles, there are no godheads helming the near- 
instant development of stand-alone bases. In the 
real world, generals can’t create tank platoons in 
a matter of minutes. They have to make do with 
what they have at the start of engagements, pre- 
paring stratagems to outwit (and hopefully over- 
whelm) the opposition. If a battle doesn’t break 
their way, they must improvise; if the enemy or- 
chestrates a damning attack, they must adapt. 

“Because EndWar is a game of real battlefield 
tactics and not resource micromanagement, the A.I. 
can fight like a real world General,” says EndWar cre- 
ative director Michael de Plater. “That means using 
maneuvers and strategies like flanking, ambushing, 
deploying decoys, and applying in-depth defense.” 
Michael guarantees that the A.|. in EndWar is at such 
a high level that each A.I. commander has a distinct 
fighting style, strategy and realistic behavior. “We 
have a level of attention to detail in the soldier be- 
havior that goes beyond any RTS to date. In fact it 
goes beyond any FPS I've seen.” An optimistic state- 
ment indeed, but a promising one at that. 


To END ALL Wars 

Ubisoft Shanghai is trying to create a game that 
reflects the realities of war as it could likely un- 
fold in the year 2020. In true Tom Clancy fash- 
ion, the team researched staggering amounts 
of data on weapons and weapon prototypes ei- 
ther already in use or in the early stages of devel- 
opment. Unmanned hunter-killer drones, aerial 
assault vehicles, microwave emitters that boil the 
water in human flesh, and space-based projectile 


ma EndWar doesn’t complicate combat like the 
typical RTS; it focuses on real battle tactics. 


g Direct your troops with headset commands. 


a Ongoing online multiplayer games can last 
for months. 








weapons that can deal as much damage as low-yield 
nuclear weapons (without the radioactive backlash, 
of course)—all are either under development or al- 
ready in use, in real life, by today’s world powers. All 
will find their place on EndWar’s virtual battlefields. 
In 2020, when it’s revealed that the world’s 
oil reserves are much smaller than previously 
thought, war becomes inevitable. The planet's 
three superpowers (the USA, Russia, and the Eu- 
ropean Federation) order the generals of their 
respective armies into conflict to secure their 
economies’ stability. That conflict escalates into 
World War Ill: a modern war to end all wars. 


CAMPAIGN TOUR 

The division of EndWar’s single and multiplayer 
campaign modes, and the way each plays, is in- 
credibly unique. The former is divided into two 
parts. “There are linear story missions that show 
the road to World War Ill from the point of view 
of all three factions,” Michael specifies. “Then, as 
the war starts, you choose your faction and in sin- 
gle-player or online multiplayer you can fight to 








conquer the world in a non-linear campaign.” On 
the multiplayer side, the results are tallied up for 
each battle and the winning side gets to push the 
frontline forward in that specific battle. 

In multiplayer, battles can conceivably last 
for months, but because the A.| doesn’t take over 
online, the only way to keep the fight going is to 
form or join up with a clan and rely on your team- 
mates to take over when you're doing unimport- 
ant things like working and/or going to class. 


GENERAL COMMANDS 

EndWar will allow you to act as a general in one 
army (in multiplayer, that is; gameplay in the sin- 
gle-player campaign will ricochet back and forth 
between all three superpowers). You'll have com- 
plete control over the tactical actions of your army, 
and will be responsible for everything they do. 
But here’s the thing: Every single member of your 
forces is A.l.-controlled. You have full authority 
to command individual units or entire squads, but 
they will carry out those orders without your di- 
rect intervention. 


Here’s how it works: The general (a.k.a. you) has 
a tactical map of the entire battlefield, laid out in 
holographic-style 3D blocks and shapes. From this 
map, you can give squad-level orders with the added 
benefit of being able to see all the elements of an 
engagement. As you give orders, the A.|. takes over 
and sets off, moving units into position and working 
towards the goals you define—taking control of way- 
pointA, establishing a beachhead at waypoint B, and 
so on. As your troops go to work, you can then switch 
to a battle view, which is beautifully rendered in an 
extremely modified version of Unreal Engine 3. 


SAY IT, DON’T SPRAY IT 

The thing is, while you’re worrying about one of 
your squads, your other units are all performing 
their own functions, constantly updating you with 
their progress over the radio. And because End- 
War will allow players to give orders over a head- 
set, you'll be able to command any unit or group 
of units on the battlefield without finding them in 
the battle view or switching back to the tactical 
map. All you'll have to do is speak to them. 

And to reiterate, EndWar is all about battlefield 
tactics, not micromanagement. “We have a rule 
in our game, which is ‘No magic!’”, says Michael, 
reiterating that this isn’t just a pretty-looking 
WarCraft. And that should help bridge the gap 
between the phrases “Tom Clancy” and “RTS” 
and the disconnect between action and strategy 
gamers.—Daphinicus 


Want more Tom Clancy’s End 
War screens and info online? 
Text 73u6 to 59479 
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Bikes are seceding) into the Project Gotham 
Racing series. Choose your weapon wisely. 
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PROJECT GOTHAM RACING 4 


Sunny days are overrated. 


Xbox 360 


he Project Gotham Racing series has carved 

a nice niche into the racing genre, a surpris- 

ingly crowded market of simulators and ar- 
cade racers. As a series, PGR isn’t as technical as 
Forza, its Xbox 360 counterpart, but it’s also not 
as over-the-top as something like Burnout. Bizarre 
Creations has twice been challenged with making 
PGR hit Microsoft’s console launches, but this 
time the studio’s been given a little extra breath- 
ing room...and it shows. A throng of new features 
will accompany PGR4 to the finish line. 


THE FORECAST AHEAD 


Dynamic weather? No problem. With more time 


and experience under Bizarre’s belt, PGR4 is privy 
to an active weather system, which is of chief im- 
portance in the game. Now, instead of knowing 
exactly how your vehicle will react to turn six on 


the first track in Tokyo, you'll have to gauge ac- 
cording to how much Mother Nature has littered 
the pavement with rain or snow. But it doesn’t 
stop there. Volumetric fog can keep upcoming 


turns and objects hidden, meaning you'll need to 
stay on your toes should the weather go all San 
Francisco on you. 

But it’s not completely erratic. The weather 
tends to simulate real weather conditions. For in- 
stance, you won't be cruising on a hot, sunny day 
and suddenly veer into an icy blizzard. Real life 
just isn’t that treacherous, even with the current 
one-eyed global-warming monster. The weather 
tends to change in more subtle ways, like shifting 
from fog to rain, or fog disappearing as you climb 
to higher elevations. 


For some, dynamic weather might not seem 
like that big of a deal, but the complexity that it 
brings should prove a worthwhile feature that is 
absent in most racing games. Sure, we've seen 
weather effects in newer games like F1, but noth- 
ing like the dynamic shifting weather as seen in 
the Grand Theft Auto series. 

“PGR4 weather is all about fun,” says Ben 
Ward of Bizarre. “Racing in the wet is an excuse 
to rack up serious Kudos; it’s not something you 
should be dreading when it appears in an online 
lobby. i, But it will have some subtle affects on 
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handling. “Driving through a deep [rain] puddle 
will slow you down massively, but shallow pud- 
dles can be taken at speed if you hit them at the 
right angle. Learning which puddles are deep and 
which are shallow will be a big part of setting a 
fast lap time.” 


BRINGING IN BIKES 

PGR4 marks the first appearance of motorcycles 
in the series. But it’s not a strictly “cars vs. bikes 
affair”; it’s more like “choose your weapon.” For 
bikes though, you get specific goals and chal- 
lenges, plus tracking of your longest stunts such 
as wheelies and stoppies. 

“In the same way as we have always done with 
cars, the motorbikes in PGR4 are all about having 
fun and showing off,” says Ward. “Bike-specific 
Kudos maneuvers have been added, meaning that 
doing wheelies, power slides, jumps, and endos 
all earn you points as you race.” 

There are more than 120 vehicles in the game, 
a thought-out mixture of cars and bikes. “Our fo- 
cus this time around is on iconic vehicles. These 
cars and bikes are in the game because they have 
achieved something special or are recognized as 
prize winners, best of breed, or even pop icons.” 


KUDOS TO YoU 

The Kudos system is being completely redefined 
in PGR4, starting with a more defined visual pres- 
ence in the game. But as Ward describes, it's not 


just a bunch of random numbers flying onscreen. 
“You now have stars. A five-star turn means you 
drifted around the corner expertly. A one-star 
turn means you need to work harder on getting 
that back end out.” The whole Kudos system is 
more recognizable and easily more iconic than 
it was in the past. And the system of points still 
remains so you'll get that nice feeling of online 
leaderboard pride. 


RACE IT Up 
Sure, PGR has carved a here-to-stay niche into 
the racing genre, but evolving is essential so as to 
keep fresh and ahead of the pack. Says Ward, “We 
have invented a new word to describe what we’re 
doing with the tracks: ‘racification.’ We're trying 
to represent PGR as an organized, worldwide fes- 
tival of speed.” 

To elaborate, it’s about the art of showing this 
idea in the actual game. “Colored Armco barriers, 





huge crowd stands, TV camera crews, race teams 
and associated vehicles, ambient traffic and bus- 
tle, animated signage, and turn markers are just 
some of the things which we're adding.” 

But what the team at Bizarre is most excited 
about is online. “I can’t wait to see the online re- 
action,” Ward says. “I’m hoping that the new 
matchmaking system we're implementing goes 
down well with the community (especially the 
tournament implementation). It’s going to be 
great to see which is fastest around the ‘ring: car 
or bike.—Mr. Marbles 


BIKES AND MORE 


mw PGR4 adds motorcycles into the vehicular fray. 


w Dynamic weather and new matchmaking 
features max out the online experience. 
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lush surrounding environment shown here. 
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Metroid Prime series, but not before she attempts 
to set the standard for Wii first-person shooters. 


n August of 2006, a few months before the Wii 

launched, Nintendo invited local journalists to 

play an early version of Metroid Prime 3: Cor- 
ruption. The game left a lasting impression—and 
not in a good way. That version was awkward 
and difficult to control, and one could only think: 
“good luck trying to turn that around!” That early 
demo painted a rather dim picture of first-person 
shooters for Nintendo’s new system. 

Man, what a difference a year makes! The 
hands on preview of Metroid Prime 3 shows that 
first-person shooters can work, and work well, on 
the Wii—with the right touch, that is. 


PRIME RATES 

Like the demo we played last year, this early build 
still had some control issues. The difference was 
that, thanks to some “sensitivity” training, the 
game invites you to deal with them as you like. 
Prime 3 features three different control settings: 
one that’s unbearably sensitive (Advanced), one 
that’s unbearably insensitive (Basic), and one 
that’s just right (Standard). 

The key differences are in the ways you look 
around in the gameplay view. With the Basic set- 
ting, we had to swing the cursor off the screen 
with the Wii Remote, like reloading in a gun game, 
to make the viewpoint turn. In the Advanced set- 
ting even the slightest move left or right sends 
the view spiraling in that direction. However, in 


METROID PRIME 3: 
CORRUPTION 


Samus gives Wii shooters a shot in the arm, even as she goes out with a bang. 


Goldilock’s favorite setting, Standard, aiming the 
Wii Remote to the side but not past it enables you 
to turn just right— quickly enough to shoot anyone 
trying to get the jump on you but not so quick that 
you'll miss them completely. 

Aiming isn’t the only way the unique Wii Re- 
mote asserts itself, either. You'll use it to literally 
push and pull to open doors and activate panels, 
and you can also use a whipping motion with the 
Grapple Beam to rip off enemy armor or swing 
through the air like Tarzan. You also use the Wii 
Remote to instantly activate and focus the Scan 
Visor, even while you’re on the move. 


PARTING SHOTS 
While the biggest differ- 
ence between Corruption 
and the previous Primes is 
the control scheme, it’s not 
the only one. This being the 
last chapter in the Metroid 
Prime series, the game also 
has a much more epic feel 
to it than before as if the 
developers at Retro Stu- 
dios have been watching a 
lot of Battlestar Galactica 
and Star Wars. 

For example, when Corrup- 
tion begins, Samus’ departure 








from a Galactic Federation space ship is cut short 
by an attack by the Space Pirates, and she has to 
fight her way back to her ship. But while Corrup- 
tion is as much about figuring out how to get to 
Samus to her ship as it is about blasting the bad 
guys, the action is nonstop and the massive envi- 
ronments and movie-like events give the game a 
much grander scale than previous installments. 
Granted, it’s not yet entirely obvious how well 
this will work (though we think it will...and well) 
especially because, we must admit, that during 
preview play we were thwarted by a giant boss 
who got between us and our space ship. With 
Metroid Prime 3, sometimes even the best con- 
trols might not help you.—Justin Bailey 


Destroy a town or save it? Your morality will be 
tested frequently in Fallout 3. 


FALLOUT 3 
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Oblivion was just the beginning—we unearth the dark, mutant-infested world of Fallout 3. 
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lashback: In 2077, the Year of Our Lord, the 

United States and China launch a brief, vi- 

cious nuclear artillery exchange. As it turns 
out, Armageddon isn’t the end of the world; it is, 
as narrator Ron Perlman describes, a “prologue to 
another bloody chapter” in man’s existence. Just 
before the war, many sought refuge in massive 
underground bunkers called Vaults. Once sealed, 
the Vaults are sealed permanently—nobody en- 
ters, nobody leaves. This is the dark world of Fall- 
out, a cult hit on the PC in the late 90’s and now an 
upcoming action-RPG from Bethesda Softworks, 
creator of The Elder Scrolls series. 


SKYDARK 

Fallout 3 is set 200 years after the bombs dropped, 
some 80 years following the first Fallout. You be- 
gin the game in Vault 101, a facility that lies be- 





neath the bomb-blasted surface of Washington, 
D.C.—a similar setup to past Fallout titles. But 
rather than start as a standard low-level charac- 
ter, Bethesda breaks role-playing convention by 
putting you in the satin-laced booties of a toddler. 
During this “baby segment,” you'll learn to walk, 
play with toys, and lay the groundwork for your 
character class as an adult. It’s a tutorial and an in- 
novative prologue all wrapped into one. Later, at 
the tender age of 19, you sneak out of the confines 
of Vault 101 to find your father (played by Holly- 
wood vet Liam Neeson), an influential scientist 
who has disappeared from his lifelong home. 


THE SURFACE 

Upon leaving the vault, you emerge into the shat- 
tered, ruined corpse of Washington, D.C. Vile 
mutants prowl the sewers and giant ants skit- 
ter around the nearby 
foothills. As in The Elder 
Scrolls IV: Oblivion, Fall- 
out 3’s action takes place 
primarily through a first- 
person perspective (an 
over-the-shoulder cam- 
era is also available). And 
though you'll tote a va- 
riety of shotguns, rifles, 
and laser carbines, Fall- 
out 3 isn’t a first-person 
shooter...at least, not ex- 
actly. Strategy and skill 
selection play a vital role 





in your success. Fallout 3 is first and foremost a role- 
playing game; action counts, but this ain’t no Halo. 


THE WAIT BEGINS 

Visually, the game already looks phenomenal, and 
is far, far more detailed than the already stunning 
Oblivion. Bethesda is promising virtually identical 
graphics and performance between the Xbox 360, 
PlayStation 3, and PC versions as well as simulta- 
neous launch dates. Fall 2008 is a long ways off... 
but we have a hunch that Fallout 3 is one game 
worth waiting for.—Vicious Sid 


a Fallout 3 is highly faithful to the original game's 
dark humor and gory battles. 


m= The graphics in Fallout 3 are spectacular, with 
far more detail and further draw distance than, 
say, Oblivion. 
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MERCENARIES 2: WORLD IN FLAMES 


Live the dream—be the boss of your own military corporation. 
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f you’re on the lookout for Mercenaries 2: 

World in Flames, the Venezuelan national 

army wants you! That’s because the lawmak- 
ers and other deep thinkers in that South Amer- 
ican country have condemned the game-—set in 
Venezuela—as a form of U.S. psychological terror- 
ism and possibly a training vehicle for an Amer- 
ican invasion. You couldn’t buy better PR for a 
video game than that! And by the way, senors, 
Mercs 2 is on its way. 


THREE HEARTS BEAT AS ONE 
Long before Mercs 2 became an imagined threat 
to America’s neighbor down south, Mercenaries 
achieved a sort of cult status for its extreme atten- 
tion to the detail involved in firing an insane arsenal 
of weapons, smashing a ton of vehicles, destroy- 
ing enough property to make a medium-sized me- 
tropolis, and generally just blowing stuff up via its 
ee third-person perspective. 
This time the instigator for the 
over-the-top pyrotechnics and 
armed combat is a South Amer- 
ican outlaw who has taken over 
the Venezuelan oil fields, threat- 
ening to destabilize the world’s 
oil economy. Chaos ensues: 
the perfect environment for 
mercenaries looking to turn 
a lucrative deal. 
The three soldiers 
of fortune from the 
first Mercs game— 




















a Developer: Pandemic Studios @ Publisher: EA Games ® Release Date: October 


spikey-haired crazy person, Mattias Nilssen, ex- 
Delta Force operative Chris Jacobs, and the effi- 
cient assassin Jennifer Mui—are making a return 
engagement, but they won't be alone. You can re- 
cruit other characters during missions, and you 
can run your own guns-for-hire operations out of 
a giant, opulent jungle estate, where you'll be able 
to stockpile weapons, vehicles and support gear, 
and house mercenary recruits. You and a bud will 
also be able to play the single-player campaign 
online in two-player co-op, where you can share 
each other’s resources and gear. 

With Venezuela's “black gold” up for grabs, 
the mercs run up against an international cast, 
whether clients or competitors, interested in se- 
curing their share. Five factions are on the hunt: 
the oil bandits themselves, a Venezuelan guerrilla 
army, a multinational force of contractors hired by 
an oil cartel, a military strike team representing 
Western powers, and even the Chinese Army. 
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RUMBLE IN THE JUNGLE 

But in order to track down all these players, you're 
going to need some transportation. Mercs 2 will 
feature 130 vehicles—everything from tanks to 
American junkers. As in the last Mercs game, you 
can callin air strikes by a squadron of new aircraft, 
but Mercs 2 will feature watercraft, too. So unlike 
the first game, water no longer equals death! 

Also, new in Mercs 2 is a slick hijacking game 
mechanic, tied to some of the vehicles. Climbing 
onto a tank to jack it, for instance, fires up a timed 
button sequence with some awesome video if 
you hit them all just right. There’s also a grap- 
pling hook, which you can use to snag helicopters, 
climb up the line, and rip them off. 

Even with the fall game-launching season al- 
ready looking like a showcase for a gang of heavy- 
hitters, Mercenaries 2 already looks like it could 
make some noise—or at the very least a loud and 
humongous bang.—Bro Buzz ; 
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Forget FPSs; light-gun shooters are the way to go on the Wii. 


GHOST SQUAD 


Get locked and loaded as the spooks of Ghost Squad storm the Wii 


he Wii is quickly approaching its first birth- 
T* and we have only one question: where 

are all the light-gun games? The point- 
and-click nature of the Wii Remote seems like a 
natural fit for that particular genre but we have yet 
to see a quality light-gun title on the level of Time 
Crisis or House of the Dead. But that’s all about to 
change, thanks to titles like Sega’s Ghost Squad. 


Who You GONNA CALL? 

Don’t let the name fool you: Ghost Squad isn’t 
about battling supernatural beasties. No, the 
game centers around an elite squad of gun-toting 
spooks who walk in, take care of business, then 
disappear into the ether—that’s why they’re 
called “ghosts.” The ironic part is that for a bunch 
of guys who aren’t supposed to leave any traces 
of their activities behind, they riddle the scenery 
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with a ton of bullets. As is usually the case with 
these sorts of games, the story is rather hokey and 
full of holes, and it unfortunately lacks the campy 
goodness of the House of the Dead series. 

But set your disappointment aside because 
the story rides shotgun next to the true star of 
this game: the light-gun action. While there were 
some sensitivity issues that need to be ironed out, 
the game is a blast to play through. We were given 
a taste of the first mission and walked away im- 
pressed by the on-rails style of gameplay. Killing 
bad guys was as simple as pointing and hitting the 
B button while reloading required nothing more 
than a wrist flick downward. 

Oh, and the best part: up to four players can 
join in together, and we were told that the game 
would compensate by throwing more bad guys 
into the fray. 


GHOST BUSTER 
But as fun as the game is, we were disappointed 
to learn that there are only three main levels. 
Granted, each has multiple branching paths that 
add a small measure of replayability and there 
are also tons of unlockables like costumes and 
weapons that should keep the dedicated gamer 
busy for a while. But it would have been nice if 
they threw in a brand new level not seen in the 
arcade version. 

Graphically speaking, the game holds up well, 
but it can’t compete with the arcade version’s vi- 
suals. We also noticed that Wii Remote sensitivity 
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accmmenia 
Don't leave any traces behind. 


HOLD YOUR FIRE 


was an issue: our onscreen cursor would some- 
times disappear, leaving us vulnerable to enemy 
fire. Also, the frenetic onscreen action made it 
sometimes difficult to see where we were aiming. 
Remember, though, that we were looking at an 
early build of the game and Sega still has plenty 
of time to tighten things up before the game’s 
release.—Ahoy_and_Avast 


= So long FPSs; Ghost Squad is the first light-gun 


game on the Wii. 


u Just like in the arcade, gun down baddies with 
up to four players. 
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It’s like God of War with an acrobatic twist. And this is one badass lady... 


HEAVENLY SWORD 


A beautiful, bloody slice of heave 


s Nariko dances, slashes and spins her 

ancient blade through hordes of vicious 

swordsman intent on her slaughter, you 
can’t help but lose yourself in the underlying vi- 
sual beauty of it all. Heavenly Sword—the first ex- 
clusive action game for the PS3—is a work of art, 
the premiere fall title that is intent on showcasing 
the console’s real power. 

But Nariko’s mission isn’t just about brawn. 
Exemplified by the two hours we spent with an ex- 
tremely early build of the game, Heavenly Sword 
does a lot more than barrage you with finger-tapping 


a De 


combos, though there’s plenty of that to satisfy a 
crave for action. 


THE COMPLETE PACKAGE 
It’s the gratifying cinematic moments and superb 
voice acting that makes the game’s combat that 
much more meaningful. It’s the atmosphere and 
the art design that weave Nariko’s journey into an 
intriguing battle for justice—one that any action 
gamer would be happy to get their paws on. 

With that in mind, Heavenly Sword brings it 
all together to produce a flowing tale of acrobatic 





eloper: Ninja Theory @ Publisher: Sony ® Release 





Date: September 


ws Nariko’s acrobatic combat plays like a mixture 
of God of War and Prince of Persia. 


a Vicious combat and a breathtaking atmo- 
sphere combine for a wild yet soothing ride 
for the senses. 





adventure that constructs combat that takes the 
brutal combos and finishing moves from God 
of War and mixes it with the fluid acrobatics of 
Prince of Persia. It works well, especially con- 
sidering Nariko’s nimble female physique; her 
beauty and poise setting the stage for the stun- 
ning battles ahead. 


CRAFTING YOUR COMBAT 

With so much comparison drawn between Nariko 
and Kratos, the PlayStation’s leading action duo, 
the former’s combat is a bit more on the tame 
side than the earth-shattering blows of the latter. 
In this early demo, the controls were a smidgen 
less responsive than in God of War, but Heavenly 
Sword is almost there. 

Nariko won't be up against monstrous gods 
like Zeus and Euryale; her journey has the atmo- 
spheric presence of Ninja Gaiden. But this game 
will appeal more to a wider spectrum of gamers 
than Tecmo’s hardcore-only operation. 

With the console yearning for a must-have ad- 
venture, the fate of PS3 action is in your power- 
fully delicate hands, Nariko. Don’t you dare let us 
down.—Mr Marbles 
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GRAPHICS 


The Ultimate Visual Experience™ for Gaming is Here. 


Unleash the full power of Windows Vista® and DirectX® 10 with the 

ATI Radeon™ HD 2000 Series graphics cards. They deliver incredible visual 
effects and built-in HDMI with surround sound audio from ATI Avivo™ HD 
technology to create an incredibly intense gaming experience. Plus, the 
plug-n-play CrossFire™ for AMD chipsets gives even the most demanding 


games a performance boost. 
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HALO 


THAT WASN T 


Bungie's flagship shooter went through a twisty development 
process, shifting gears several times before settling into its 
final form as a first-person shooter. Here's a rare look at Halo 
before it was...Halo. 






> This is one of the earliest known in-game images of Halo. 
Note the behind-the-shoulder camera view 


called Bungie Studios was known primarily for their “Doom 

killer” Marathon, as well as a cult strategy series called Myth. 
Bungie had just started working on a new real-time strategy game. Chris- 
tened Halo, the sci-fi RTS pitted the human UNSC Corps against the al- 
lied aliens of the Covenant. In this early prototype, the alien enemies rode 
sleek hovercraft and piloted huge, beetle-like tanks, while the Marines 
bore no small resemblance to Master Chief. 


Born of strategy 

The RTS Halo didn’t live long. During its early development, team mem- 
bers at Bungie fell in love with the ability to zoom up close to individual 
units and watch battles from within the action. They tried tying the camera 
to a single unit and controlling that unit alone, and quickly realized they’d 
been on the wrong track all along. What they really wanted to make was a 
game set in the trenches. A shooter. 

So in May of 1999, at the Electronic Entertainment Expo in Los Ange- 
les, Bungie showed off the new Halo behind closed doors. There, jour- 
nalists witnesses the first footage ever released of Halo, now deep into 
development as a third-person, online, team-based shooter. The trailer 
showed off groundbreaking vehicle physics, full-world reflections in pol- 
ished metal, and seamless transitions from indoor to outdoor environ- 
ments (accomplished via two separate graphics engines). The game Judging by this early screen shot, Master Chief has seen 
promised a world so detailed that individual bullet casings would drift better days. Image from early 2000. 
through water more slowly than through the air. 


The Big Bang 

Flash forward to May 13, 2000. Bungie showed up at E3 with a 10-minute 
trailer of a very different Halo. Aside from its over-the-shoulder perspec- 
tive, this version was almost indistinguishable from the game that landed 
on the Xbox over a year later. The game, still a Mac and PC title, had seen 
an enormous visual upgrade, while the games’ protagonist, Master Chief, 
was fleshed out with his now-iconic Mark V MJOLNIR suit. The press 
thought that the game looked breathtaking. 

Microsoft did, too. Having seen what Bungie managed to create for 
home computers at E3, the Windows publisher announced its plans to 
acquire the studio. A mere month after the Expo, they followed through, 
simultaneously announcing that Halo would be repurposed for the then- 
unknown Xbox. Mac addicts fumed: Bungie had always catered to Apple 
computers first, and they saw Microsoft's acquisition as a betrayal (even 
Steve Jobs was reportedly furious). PC users mourned: The shooter's shift 
from mouse-and-keyboard controls to a gamepad was one that many re- 
fused to follow, even to this day. Gamers everywhere held deep reserva- 
tions about the new, Xbox-exclusive Halo. 


O ur story begins in 1997. A small, independent Mac developer 








> The Wraith hovertank in an early, unreleased form. Quite 
a change from its current lumbering design, huh? Image 
from 2000. 





‘“ Dinosaurs in Halo? It almost happened. In the original plans, 
the titular ringworld was home to these strange alien beasts. 
Bungie cut them out of the final version so they wouldn’t detract 
from the shock of encountering The Flood. Image from 2000. 





“ Master Chief with a...short sword? Image from early 2000. 
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Happy ending 

Everybody knows how this story ended. Despite its lab- 
yrinthine development process, Halo went on to be the 
killer app for the fledgling Xbox, winning millions of fans 
in the process. In retrospect, the sheer volume of critical 
acclaim Bungie earned is something of a curiosity. Ha- 
lo’s single-player campaign was clouded with overused 
environments and repetitive engagements, likely due to 
Microsoft's tough new deadlines. And the multiplayer 
was limited to local System Link play only, a shortcom- 
ing that Halo 2 later went on to address in soaring form 
to the tune of some seven million games sold in its first 
year alone. Though many others tried to best Halo, it 
took Bungie to make a true Halo killer. 

But Halo’s journey, at least from Bungie's perspec- 
tive, is nearing an end. In a mere month, the final install- 
ment of the Halo trilogy will arrive in shops across the 
world. Release parties, midnight sales events, and sleep- 
less nights of multiplayer mayhem will celebrate Halo 
3's appearance in grand style. Everyone will be looking 
for the same thing: a “Halo killer” as only Bungie can 
make them. And while there will undoubtedly be clones 
that follow in Halo 3's wake, Bungie's core innovations 
will live on in games like the upcoming strategy title Halo 
Wars (designed by Ensemble Studios) as well as a mys- 
terious project involving The Lord of the Rings director 
Peter Jackson. 

Halo 3 may be the last time Bungie gets behind the 
reigns, but it’s not the last we'll hear out of this series. 
Not by a long shot. 








‘“ Halo’s rippling vistas and plateaus are seen here in an early shot from 2000. 





“GENIUS” 


Peter Molyneux, Ted Price, Tomonobu Itagaki, Bill Roper, Graeme Devine, and Allen Goode on Halo 


“A particularly genius design move in Halo 
was simply making first-person shooter 
controls work on a console controller. With 
other FPSs of the time | remember being 
distracted from the gameplay because the 


controls were so bad. But everything about 
Halo’s control scheme was just right... And 
now, of course, most FPS games copy Ha- 
lo’s controls.” 


“Whether or not you’re a fan, Halo has cap- 
tured the imagination of millions. For me, it 
was the little things that | most appreciated. 
Sure, I’m playing as a cyborg super-soldier. 
Sure, | can flip over a vehicle with my bare 
hands and fall from vast heights without in- 
jury, but the realistic limitation of only being 
able to carry two weapons at a time grounds 
the experience and lends a sense of human- 


“In the first game, when you exited the ship, 
looked up at the environment, heard the epic 
music, and saw the Banshees flying over- 
head...that moment crosses cultural boundar- 
ies. That’s a beauty that I think anybody should 


be able to see. Whether you like the game or 
not is up to personal taste, but anyone who 
didn’t think that was impressive is pretty in- 
sensitive to good games.” 


ity to the Chief.” 





—Allen Goode 

Lead Game Designer, Slant Six Games 
Current project: SOCOM: Confrontation for 
the PS3 


—Ted Price 

CEO, insomniac Studios 

Current project: Ratchet & Clank: 
Future for the PS3 


—Tomonobu Itagaki 

Head of Team Ninja, Tecmo 
Current project: Ninja Gaiden 
Sigma for the PS3 


“| first saw Halo at a Macworld demo in New 
York City, and | was blown away. As a pro- 
grammer | knew what went into the graphics 
and interaction | was looking at. When it was 
announced for the Xbox | have to admit that | 
was alittle skeptical. But! picked up the game 
and | was still playing at 4 am. To this day, | 
have a strong emotional bond to the story— 
Cortana had better be okay in Halo 3 or there 
will be hell to pay! 


— Graeme Devine 
Lead Designer, Ensemble Studios 
Current project: Halo Wars for the Xbox 360 





“For me the strength of Halo is its polish 
a Nn d | Nn Nn ovati On » When | look back at Halo | see the incredibly brave step 


that Bungie took—design decisions like only having two weapons at a time, auto healing, and the 
simplicity of combat. In their time, these were groundbreaking features. But | think Halo’s real 
silver bullet has been co-op play.// 










—Peter Molyneux 
Managing Director, Lionhead Studios 
Current project: Fable 2 for the Xbox 360 


“One genius decision in Halo was the way Bun- 
gie integrated the tutorial. After Master Chief 
wakes up from cryo-sleep, you have to test the 
armor...which shows you how to move and aim 


with the joypad. They didn’t spend time on a big 
back-story or a formal tutorial mode, they just 
put you in the story and the action right away.” 





—Bill Roper 

CEO, Flagship Studios 
Current project: Hellgate: 
London for the PC 
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HALO 3: 30 DAYS AND COUNTING 


Some players were underwhelmed by the graphics in the Halo 3 multiplayer beta released this past spring. But 


judging by this new single-player screenshot, we'd say that the Campaign mode sparkles with visual detail. 
By Vicious Sid 


The abiter Pruinsi Halo 3's single. player ca ache 
-allows-a second player (or the computer).to: control” 
“this Covenant assassin. 


t's official: Halo 3 launches on September 25. And though information on the and in general 

game’s eagerly awaited single-player mode is scarce, we know that Bungie Halo 3 inform 

Studios has nearly 80 percent of its manpower tied up in creating that cam- in nature and n 
ticipated gam 
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BREAKING! 


The Brutes are equipped with resilient-powered 
armor—knock it off and first to land a lethal blow. 


HALO 3 SINGLE-PLAYER 
HNOWLEDGE BANH 





Recently, Microsoft and Bungie opened the Halo 3 single-player floodgates, revealing the first level of the 
single-player campaign, co-operative mode, and the return of the Arbiter. Here’s what we now know. 


The Plot: Here’s what we know. The Covenant is in the midst of a ruptur- 
ing civil war, pitting Elites and a contingent of Grunts and Hunters against 
the remaining Brute-led forces. Thusly Elites, while not truly allied with 
UNSC forces, will share with them a common enemy. Master Chief, as ex- 
pected, is caught in the middle of the battle and fights to prevent Earth’s to- 
tal destruction. 


The First Level: Sierra 1171, the first level of Halo 3 takes place in a lush jungle 
setting. We only saw one small portion of the level, but in that brief ten minutes 
of action we saw hovering Pelicans shot out of sky by Covenant gunships. Furi- 
ous Brutes charged through the level’s thick jungle vegetation (which, in a neat 
twist, blew and swayed with the wind and passing creatures). Playing on He- 
roic difficulty offers more enemies and fierce, epic battles never seen before in 
any Halo game. We also noticed that headshots are more important than ever, 
particularly on higher difficulties, an observation that Bungie confirmed. 


The Arbiter Definitely Returns: The Arbiter, the Elite warrior voiced by 
Keith David (Requiem for a Dream), returns and plays a significant role 
in the campaign's story. He fought side-by-side with Master Chief in the 
level we saw, shouting out words on encouragement as Master Chief sliced 
through the Brutes. 


Enhanced Co-Op Play Confirmed: Both Master Chief and the Arbiter join 
forces in Halo 3 to overcome the menacing Covenant and Brute threat. One 
player commands Master Chief; one player commands the Arbiter. It’s a tag- 
team threat not even the Brutes can stand up against—unless you're playing 
on Legendary difficulty. 


Online Co-Op May Happen Yet: Bungie wouldn’t directly answer whether 
co-op play would be available through Xbox Live...but in showing off the 


rush you with dual guns if evry get despera 


new co-op mode, they did say that there would be “new features that will 
add depth and longevity to the game.” Combine that with the presence of the 
Arbiter, and we'd say online co-op is still on the drawing board. That's pure 
speculation—Bungie has the final say. 


The Brutes Are Tough: Brutes comprise the bulk of intelligent enemy forces, 
and will be split into at least three subclasses: soldiers, captains, and chief- 
tains. The Brutes’ class designations are reflected in their armor’s ornate 
designs, and high-ranking Brutes give orders to lesser troops, such as Jack- 
als and Grunts. Brutes also coordinate their attacks, such as bombarding 
you with grenades en masse, and climb structures to gain a much higher 
vantage point. 


Grunts Are Tough, Too: No longer the pipsqueaks they were in previous 
games, Grunts are far more aggressive in Halo 3. Bungie’s Frank O’Connor 
even told us that in certain instances, Grunts will dual-wield Plasma Pistols 
and rush the player in a sort of berserker mode. 


Brutes Wear Powered Armor: Many of the Brutes wore heavy-duty powered 
armor that made them nigh-invulnerable to bullet weapons. The solution? 
Blast it off with an over-charged Plasma Pistol, or give it a melee smack to 
break it off and reveal the chewy, Brute-y center. 


Improved Graphics: The visuals were far more impressive than what we've 
seen in the Halo 3 multiplayer beta. The particle effects looked flashier, such 
as more dazzling explosions and new green gas that emits while you eject an 
empty Carbine clip. Jungle vegetation also looked crisp, clean, and very at- 
mospheric, while the enemy character models showed impressive detail. On 
a whole, it’s a much more visually sumptuous experience than the more plain 
Jane multiplayer mode and a hell of a lot more impressive than Halo 2. 
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Halo 3’s campaign mode has been revealed! First stop: the primordial 
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The first mission involves rescuing Sgt. Johnson from a nasty Pelican 
crash. Naturally, the Brutes want to reach him first. 











AT LEAST YOU'LL ALWAYS REMEMBER 
WHEN YOUR BUDDY DAVE WAS FRIED 
BY THE GARGANTUAN BLUE DRAGON... 


E 







And buddy Dave will remember how he took it like a man and laughed while taking it. 
That's because playing Dungeons & Dragons? is just plain fun. What other game 
lets you hang out with friends, challenge yourself and have some laughs? ) 
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Ok. A few do that. But none of them offer Gargantuan Blue Dragons. ne ff i 


<i> PLAYDND.COM z 
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>THE STORY OF HALO | 


THE HALO EFFECT 


Halo has made many innovations, but some of its most popular features 
were cobbled together from bits and pieces of dozens of other games. 





THE GAMES THAT INSPIRED HALO... 


Goldeneye 007 

The first enjoyable console FPS ever made arrived 
on the Nintendo 64 in August 1997, and paved the 
way for two of the Halo franchise’s most beloved 
elements: its oft-duplicated control scheme, and 
its integrated split-screen multiplayer battles. 
Bungie wasn't the first company to take a page out 
of Rare’s design manual, but they were unques- 
tionably the most successful. 


Halo did it better: Comfortable FPS controls, split- 
screen multiplayer 


starsiege: Tribes 

The iconic 1998 PC shooter worked magic on 
the battlefield as the first mainstream FPS to in- 
tegrate vehicles and deployable equipment into 
online combat. From the earliest stages of its de- 
sign, Halo was all about excellent vehicles, but it’s 
only in Bungie’s latest game that strategic deploy- 
able items have joined Warthogs and Ghosts in 
helping spread the mayhem around. Tribes did it 
all first. 


Halo did it better: Objective-based online matches, 
groundbreaking vehicle combat 


QuaHe 3: ATena 

Every game to feature a multiplayer component 
since id Software’s release of Q3A owes a great 
deal to that game’s hyper-paced, streamlined 
fragmatches, but relatively few have made use 
of one of its most inventive gameplay elements: 
jump pads. The “Man Cannons” on Valhalla in 
Halo 3 should bring smiles to the faces of Quake 3 
veterans. O3A was also the game that proved that 
online-centric titles could enjoy massive popular- 
ity, paving the way for Halo 2’s watershed Xbox 
Live mode. 


Halo did it better: Intuitive online matchmaking, 
jump pads 





.~AND THE GAMES THAT HALO INSPIRED 


Lost Planet 

After Keiji Inafune played Halo, he knew he had to 
make something like it for the Japanese audience. 
Inafune was sure that, despite Halo’s poor sales 
in his home country, Japanese gamers needed to 
experience it. So the designer of Mega Man and 
the Street Fighter series set about making a very 
different game—Lost Planet, which is, as he de- 
scribes it, a third-person Halo, set in winter, with 
mechs. The Japanese, after all, do love their gi- 
ant robots. 


Borrowed from Halo: Two-weapon carrying capacity 


Battlefield 1942 

Vehicles have become the de facto element of 
large-scale battles in today’s shooters, and though 
their presence was enjoyable in Tribes and inte- 
gral in Halo, vehicular combat in Battlefield was 
as much a part of the game as period weapons 
and bowl-shaped helmets. While future titles such 
as Unreal Tournament 2004 would make vehicu- 
lar play acommon pastime, Battlefield’s was what 
made big tanks and airplanes mainstream. 


Borrowed from Halo: Vehicle-centric combat 


Call of Duty 2 

While a slew of first-person shooters and modern 
combat titles have since adopted the practice, Call 
of Duty 2 was among the first to implement Ha- 
lo’s simple, intuitive rechargeable health system, 
in which a player, after taking fire, would regener- 
ate health (or, in Halo’s case, shield strength) over 
time. This gameplay practice eventually became 
one of the most enduring in all of video games— 
these days, there’s scarcely a shooter on the mar- 
ket that doesn’t follow Halo’s model. 


Borrowed from Halo: Recharging health meter 
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Combine super powers with 
all-new Fusion Attack System! 










i As th 
Loads of unlockables including 
alternate costumes 


WWW. RISEOFTHESILVERSURFERGAME.COM 
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Game System 


Report Card (+ 


As millions of students prepare for yet another year of school, GamePro would like to rate 
role mur-\vcolaic-mef-laaliaem e)t-iaie)gagtomol-ice)a-muat-\vael-re [amie] es-1-16 [6 (-1ala-1e leer} dre) are) periods. All 
matriculated systems are present in our report—namely Xbox 360, PS3, PS2, Wii, PC, 
Nintendo DS, and PSP—and will as such be treated as pupils. 





Grading Criteria < 
Students will be graded on eight subjects according to their enrollment in the 
2006-2007 calendar year receiving-an all-encompassing and final overall grade. 


Grading criteria are as follows: arte 

e Available Games represents readily obtainable titles, not future prospects. 

e Accessibility denotes the purchase price in addition to ease of use. \ G 

° Online Play indicates playability over the Internet. i, 
\ ¢ Graphics means the Visual appeal of a system's allotted games. 
5) ¢ Innovation specifies the introduction of new ideas and/or play mechanics to the 

gaming experience. a 
v 


> a 
en, ¢ Industrial Design reflects the overall quality and finish of hardware. 
e Sales represents total units sold: 
e Extras include bonus content, additional functionality, and download services. 


e Days Present acknowledges attendance by listing the total days present since 
system's launch. 





About the Professor: 


Mr. Snow has been grading consoles for over 22 years. He is a member of the GamePro Teachers’ Union, but an 
educator first and foremost and plays no favorites (on paper anyways). Read on for his complete performance review. 


“ Use your mobile phone to vote for the console that you think is best! Check out the tag at the bottom of each 
console’s report card and text it to 59479 on your mobile phone. 
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Teacher’s comments 

















Given the PS3’s highly educated and motivated elder siblings, 
we can’t help but feel disappointed with the PS3’s first year re- 
it wasn’t for the system's highly 
dia bar, the PS3 would have 
d costly price point. 


sults as a gaming machine. lf 
attractive and accessible cross-me 


failed in Accessibility due to its deviant an: 
he system has consistently been ab- 


ilable Games class, causing concern 
| education. Total sales and its in- 
also discouraging. 


To make matters worse, t 
sent and/or tardy for Ava 
for its commitment to a formal 
ability to creatively think for itself are 


That said, we applaud the PS3's good class participation and 
recognize the very neat and accurate work it turns in. It also ex- 
celsinthe areas of mathematics and science as Sony has done a 
commendable jobin accelerating learning outside of the class- 
room. While the system is second to none in terms of industrial 


design, even winning this year’s “best dressed” award, the PS3. 


was found lacking the n 


public relations practices toa 
. Thus, an otherwise speedy recovery has been 


ecessary interpersonal skills including 
dmit to its early launch mistakes 


(i.e. self-denial) 
frustrated by a slow learning curve. 


pS3 needs to apply itself 


Parent should be advised that the 
ber of the group. A Parent/ 


more both as an individual and mem 


Teacher meeting is strongly recommended. 
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€s77 Vote for the DS 


REPORT CARD | popnents 


text ash 


i Of all the students, Wii surpassed the expectations of the 

Report of: a f | GamePro Teachers’ Union more than any other last year by 
Days Present: 286 vost way of the system’s once-doubted, now-functional motion- 
oe RS controlled approach to gaming. Both its Sales and Accessibil- 

ity grades are particularly strong given the machine's friendly 

$250 price, and the pupil excels in activities such as physical 

education and home economics and maintains an acute fetish 


Access 1 Ou: ‘li SON 4 : . : for history (read: backwards compatibility). 


‘ We are slightly concerned, however, with Wii’s physical en- 

Onl ETE Play: durance over time given its unwillingness to conform to the 
7 “advised technology standards” and its somewhat brief, non- 

filling gameplay experiences. The system's graphics would do 

well to dress more appropriately for class—despite its sterile, 

: ; shiny exterior, flip flops, disheveled hair, and casual attire are 

Tnnovat LORE not appropriate given the school’s long standing as a reputable 
learning institution. Furthermore, Online Play is severely lack- 


Tadusrtial Design: ing and would have been graded “incomplete” were it not for 


Wii's tardy entrance into online multiplayer. 


That said, Wii is a delightful student, is friendly in class, shows 
initiative, and is highly motivated to do well. Areas for im- 
provement aside, Wii's future education looks promising, but 
“accidental damage” to school property by way of flying Wii 
Remotes will no longer be tolerated. 


; ‘ Vote for the Wii, 
SEL) text cj3q to 59479 
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REPORT CARD - Teacher’s comments 


PC continues to impress as a gaming platform as it consistently 

Cs ve. has over the last several years. Its total sales continue to climb to 

REDORC Ole) a a ge cates essa | unprecedented numbers due to its unmatched performance in 
Days Present: 11,680 (since Jan 1,1975)4 Extras class. Though Mac, via witty television commercials, con- 
: tinuously makes fun of PC’s inclination to get beat up and picked 


avai babe Games A on by bully viruses, the latter is clearly a much better platform 


when it comes to gaming on computers. PC particularly excels 





in reading, writing, music, and multimedia, and the promise of a 


Accessibility: 


Online, Play: A 
De (i.e. is prone to superfluous multitasking). It also spends exces- 


3 sive amounts of time on the Internet citing an addiction, which 
Graphics = ( has yet to be verified, and both its Graphics and Industrial De- 


sign grades vary depending on the make and day. Still, PC has an 


$100 laptop initiative should further boost its accessibility. 


Nevertheless, PC struggles in concentrating on the tasks at hand 


: outstanding attendance record never missing a single home pe- 
PnnOVaclon : ee 
riod. As a result the system was presented with the prestigious 


4 f “most days present” award for its consecutive diligence. PC is 
Pnaust rial De S19Tl ; both strong as an individual and as a member of the group. 


Salie Ss: : All things considered, the student contributes intelligently, plays 
J well with others, abides by the rules, and is a pleasure to have 








in class. 
BxUras: 


Overall: 


eYek: » Vote for the PC, 
Cay text 79d8 to 59479 
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BECAUSE BOMB-SNIFFING DOGS DON’T WORK WELL UNDERWATER. 
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Rapture was in intended to be Heaven... but it turned out to be Hell. Here’s how to survive 
and prosper in this haunted underwater utopia. By Tenacious Moses and The Watcher 


WELCOME HOME 


If you’re going to survive in this horrific maze of 
Takcy-alia Am YceleMccme lo) iarem comal-t-cem-]|Mtal-malcl| omtZelemer-1a) 
get. That’s where this handy survival guide comes 
Tava MalciacMcm aco ole)iaim@i(amact-lellarem-mae-Colld(o)ar-] My 0g-) 
egy guide for BioShock because this game is all 
F) ofelei aed are)ex-m- lave m->4e) (lalate micolelme) elt(ela MUU item dale 
Tats¥-latcest-lavel ole. aer-laal-y el t-N a ae-ielelar-] Mar-ioe olgen ale (cep 
Yom [-iatcwel-l acon a 


THE ARSENAL 


i igclaren 

MM atcWhal ec} an Z-r-] eLelaMmvcele mi lare lam Calcmar-lelaiccle Mell ame) i 
Rapture. The Wrench proves to be a reliable tool, 
especially when combined with the ElectroBolt 
Plasmid. The trick is to first zap your opponent 
with the ElectroBolt, and while they shake with 
convulsions, whack them upside the head. 


Revolver 
eon. Be § 






Another early weapon, the Revolver is capable 
of dealing massive amounts of damage, but at a 
price. As with all six-shooters, the Revolver can 
Coal Aare) (ensihacelelarelxelm-lealanlelaidcelamiancal-xell] ovr: lare| 
it’s cursed with a pokey firing rate. The ammuni- 
tion of the Revolver, however, is unique; look for 
standard slugs, armor piercing bullets, and elec- 
tricity-infused rounds. You can purchase more 
ry oL-Yeit-] Maele lave (Mice) anmz-ralel late Maat-(eualialcsmcyer-1a (cle-te| 
italcolele|sreleimat-lolielecn 


Tomm Gun 
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BioShock’s Machine Gun deals less damage than 
the Revolver, but has a wicked-fast firing rate. It’s 
Volo] med F-t<4<4 (om bolo] 0 lowe r-lave;-ie- Mm kelanlaanvaelelae-laleniee | acres 
ico) myala-tolol fare manlelit|e)(-mi-l-) canton diare me) ®) eXelalc inl oe 
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The ever-so-delightful Shotgun is found deep in- 
side Rapture, fairly far into the game, but it’s well 
worth the wait. Like the Revolver, the Shotgun 
can be modified with special ammunition that 
changes the properties of the gun almost entirely, 
such as the Electric Buckshot ammo upgrade. 


CTa-larcle(om male lalealcis 
eee 





Fires explosive rounds that inflict major damage. 
Like the Shotgun and Revolver, this weapon can 
be modified using powerful custom ammunition. 





ae x 
Sentry turrets are strewn throughout the city of 
Rapture. These security systems defend against 
WTayweclanectemialaaelel-le-pe-lareRevele] (eM ol-mYZel0l m ol-1-) miai-lale| 
or your worst enemy, depending on which side of 
the fight you’re on. Hack them and they can be 
faat-le(-mComval-t-1-me lou Zam-lalem <1 M-1al-laahaere)anley-)<-1aleoe 


CINE DANY 


The Gene Bank is your highway to supernatural 
powers. Instantly alter your genetic code in four 
different categories: Plasmids, Physical, Engi- 
neering, and Combat. 















PLASMIDS 


Science rules all in Rapture. Gene-altering plasmids, 
derived from a rare undersea creature, were har- 
nessed by Rapture founder and tycoon Andrew Ryan. 
These Plasmids gave the people of Rapture supernat- 
ural powers...in many cases, at the cost of their san- 
ity. If you want to survive Rapture’s gruesome Civil 
War, shooting up plasmids may be your best bet, if 
you don’t mind risking your very humanity. 


ElectroBolt 

The ElectroBolt is the first Plasmid you encounter in 
BioShock. It grants you the power to shoot powerful 
bolts of electricity from your fingertips, which can be 
used to stun enemies in preparation for a follow-up 
attack. The ElectroBolt Plasmid is best used on groups 
of enemies standing in a pool of water. And being a di- 
Vode f-le-YomUlave(-1auvr-1(clmel] VAN UAI-1e-M-1e-M o)(-1n10Ve) me) ¢) Le] 
tunities to fry more than one Splicer at a time. 


Tateiiatcie-its 

This supernatural power does not stun enemies like 
the ElectroBolt Plasmid, but lights them on fire and 
slowly depletes their health over time. It’s especially 
useful in crowds as one torched-up enemy can light 
another on fire if they touch. But beware, as enemies 
(orem elaal OM ial Com-Mal-t-1a om elole) Mey MN] (1m (on->aalare lel amUil-) 
blaze. Incinerate can also melt icy barriers or objects. 


Telekinesis 

The Force is strong with you now, young mutant. 
The power of Telekinesis is actually quite similar to 
pushing and pulling objects with Star Wars’ Force 
powers, and leads to some inventive techniques. 
Try mixing Telekinesis with Incinerate by first ignit- 
Tare m-valclanl(cswr-lacem Calclamerciiarem Calclimeiat-lae-teM clear] al 
FTow- Wm it-lanliaremelae)i-leid](-mm Cole mer-lam-] em nnle\cMal-t-lae)] 
objects to clear a path or erect a hasty barrier. 


Winter Blast 

Give your enemies the cold shoulder with the 
power of sheer frost. Winter Blast allows you to 
freeze enemies and shatter them into tiny pieces. 
In a handy twist, Winter Blast will neutralize any 
nearby flames, including flaming barriers that 
may block your progress. 


BTeyaat-rele) 

Using this Plasmid will create a subdued whirlpool 
of wind until an unsuspecting victim walks by it and 
they’re sent spiraling upwards only to come crash- 
ing down. It’s not as flashy as Incinerate, but it’s 
actually quite useful as a makeshift trap—just lay 
one down and wait for the enemy to approach. 


Security Bullseye 

Use the Security Bullseye to tag your opponents 
with biomechanical insects that will attract se- 
curity cameras and sentry turrets. When low on 
health or in a tight bind, these handy flies can buy 
you some precious time. 


CONTINUED > 
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PAVSICAL TONIC 


Alter your physical prowess to become more 
powerful than ever. 


Hacker's Delight 

Hacker’s Delight enables you to heal yourself us- 
ing a hacked machine’s electrical current. A handy 
ivofe) co) mm <-1-) 0) [are mele lmalcr-1i0am cole) el-le Ream am enl-mel- lab 
gerous world of Rapture. 


Booze Hound 

Although GamePro does not condone the con- 
suming large quantities of alcohol at once, the 
|sfofoy42Ma m (ole late im ea anvz-i(er-] Mm Ke) al (om-11(e) i ZcmnYZele meme lala 
up for a massive health boost, without the pain- 
ful headaches. 


Medical Expert 

This tonic is almost essential to your survival in 
the later portions of the game. Being a Medical 
Expert will enable you to extract more juice from 
first aid kits and other various healing agents. 


EVE Link 

Think of it as mana. EVE is the fuel required to use 
the various Plasmid powers. The EVE Link Physi- 
cal Tonic is especially useful if you prefer the use 
of Plasmids over weapons. When powered up in 
this particular section of the Gene Bank, the use of 
first aid kits will also give you an EVE boost. 


Bloodlust 

Bloodlust will grant you extra life every time 
you make a successful attack with the Wrench. 
Batter up! 


ENGINEERING TONICS 


-Anyone can swing a Wrench, but hacking machin- 
ery is another bag of tricks entirely. 


Security Expert 

Asa Security Expert, you'll be able to hack through 
defensive security measures with a snap of your 
‘fingers. Be safe, not sorry. Become a Security Ex- 
relelam voler-\ al 


\V(cTaleliatem =.4el-1a 

By altering your genes to become a Vending Ex- 
pert, you'll be able to buy items from vending ma- 
chines at a reduced price. As in System Shock 2, 
this is an extremely handy option, particularly if 
ele mal-t-lem Com) (ole ae] omelam-lialatlen 


Hacking Expert 

Don’t waste your precious time sifting through 
frustrating puzzle pieces. A Hacking Expert by- 
passes this annoying mini-game entirely. 


COMBAT TONIC 


If you’re going to dish out the pain, Combat Tonics 
are the only way to fly. 


Electric Flesh 

With ElectroBolt Plasmids and electrically infused 
Elanealelalitcelamaciaraliare mme-lanley-10) Mamet] ocele-mmn ele Mac) 
going to need some defensive measures against 
the shock. Electric Flesh will make you invulner- 
Fle)(-mcom-l| my {-Leuegler-] er-laar-lel—m 


Static Discharge 

Similar to the ElectroBolt Plasmid, Static Discharge 
alters your genes to emit a burst of electrical cur- 
rent when you are struck, frying nearby enemies. 


Melee Master 

Powering up in the Melee Master Gene Bank allows 
you to wield bigger and better melee weapons. 
The Wrench is just the beginning, my friends. 


rN gaate)a-ie me) ale) 

This Combat Tonic gives you extra-thick skin for 
enhanced defensive capabilities. You'll take less 
damage when hit...more importantly, you'll save 
EWielalal-me)amilecicr-l(em din 


ENEMIES 
Little oo 


eons | 


PN ae dal Mal-}(e]a1Melimat-) ote lc-Mom elele] gaan tal-melcereleleit(ela) 
of Rapture’s most precious resource, Adam, came 
to a screeching halt. Scientists quickly found that 
iigteme(t-le Meth dr4-lalcme) Mat-] olde acMer-laa(-rem-lareleleLAWANe(-Lan 
i CoM <cl-] OM CaTcMOLLOVAU] oM-TaleMaularaliare pm) f-lalehc-leltelacvem enV] 
a Dr. Tanenbaum, the Little Sisters were created 
fo) mu datcwxe) (ml olU |g oles1-Me)m-> 4ce-(e1tiarema\el-lasmicelsamial-) 
deceased residents of Rapture. They extract the 
Adam using a gruesome syringe, and then swal- 
low it. Once consumegd, the Little Sister’s complex 
digestive track processes the raw Adam into its 
more usable form, EVE, which is the energy re- 
quired for Plasmids. 


Desk 


Protectors of the Little Sisters, 


i= fe fm By- Teel [-.-mr-1 a= 
voLUTI| mace) em ar-lavetaconsar-lalemeve)anler-] em Mal-iimialtinalier-lalare) 
size and fast-reflexes make them the hardest foe 










in the game. Luckily, Big Daddy encounters are 
few and far between, and you don't have to fight 
them if you don’t want to. Big Daddies will ignore 
your presence until they feel you have threatened 
a Little Sister. The choice is up to you. Will you 
kill the Little Sister to harvest her sweet, sweet 
Adam, thus enraging the Big Daddy? Or will you 
mind your own business and brave Rapture with- 
out the power of Adam? 





Splice 


Once the jubilant citizens of Rapture, Splicer: 
come in many different flavors. Genetically mu- 
it-1ccre M-Tave me l-1e-lalel-Lo Mm dala cel-1n am Ual-milexeye|-le mee gate 
dors of the city in search of Adam. For the much 
of the game, Splicers will be your biggest threat. 
Their genetically enhanced genome gives them 
greater strength, speed, and wall-crawling abili- 
ties, plus other surprises. 


PHOTOGENIC 


Mi) <-¥ fan BL-¥-Le Mat isiare Payee Rer-]anC-L.<-u olale) cole le-] elarcaeryiare 
the Camera to store images of the many different 
types of enemies you encounter in BioShock. You 
can then upload the images in order to research the 
strengths and weaknesses of your enemies. 

Similar to eating frogs and snakes in Metal Gear 
Solid 3: Snake Eater, you can test different internal 
Col ger-lar Mey M-lal-1anliccmcomilaremelel mal CM iNlar-leetmele-Lale 
a health boost or make you deathly ill. This informa- 
tion gets recorded to the research journal. 


INVENTION SUST-EM 


Sick of the Shotgun’s Electric Buckshot ammo 
type or the armor-piercing bullets for the Re- 
volver? Then try inventing a new ammo type! 


AV(cTate Tare m\Ur-lealiatess 
AV(-TavolTavem\V/f-lolallal-coe-lamiiaclecrem talgelelelarelel meal-Rollayg 
of Rapture. They offer health, EVE, ammo, and 
booze, plus other surprises...all at a frustratingly 
alle] am ola iex-Mm=1-14 (cla (-t-] dam Com al-(e1.4! 


Vita-Chamber 

Vita-Chambers serve as checkpoints, so if you die, 
you'll immediately resurrect at the nearest Vita- 
Chamber. Handy, eh? 





Want more BioShock screens 
“ae Flare mlaviomeyalitat-ya 
Text dy49 to 59479 
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Last year, a former Russian spy was 
allegedly murdered using Polonium-210. ee 
This radioactive chemical is also found 
in cigarette smoke, a fact at least one 
ommmmemg tobacco company was 
aware of in 1964. 4. #72 HF 
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GAME OF THE MONTH 


MARIO STRIKERS CHARGED 


It was an unproductive time in the GamePro offices this past month. Deadlines were ignored, e-mails and phone calls went 
unanswered, and lunches sat uneaten in the fridge. What terrible affliction could have cause such a drop off in our productivity? 
The answer is staring you right in the face, my friends. 


Like the chicken pox virus tearing its way through a group of pre-schoolers, Mario Strikers Charged rampaged through the GamePro 
staff, infecting each and every one of us with an insatiable desire to step onto the virtual pitch. Entire work days were lost to heated 
rounds of Strikers, which inspired in us the same level of ferocious passion that makes soccer hooligans so...colorful. 


Long-Haired Offender had the glorious task of summing up our collective feelings towards Strikers Charged in his review, which, by 
the way, was turned in at the last minute. Can you guess why it was turned in so late? Yeah, the answer's pretty obvious, isn’t it? 





GAME REVIEWS: 


Brain Age 2: More Training in Minutes a Day (DS).........ccescseeceseseeeeees 80 LUMMIMOUS AGCHIDS) :sconisssvacissaissvansasasossinaon sensasssuesnoasesasonignsasssacivaabaldatiadaains 84 
MeLOeS Or Walla S) kc nsniscmnnmninnmanmmanannennnenmee 84 Marios ikars Charged (Wl) sscnmcnnsannnnaainmanam seen 76 
JOANNE Atel PSE) sarisssscacasusccsscsscsszervepesea ccarszactanscassies veveeszinseeoneamaaascennts 86 PICKO SSDS (DS) aes ciaeetete stent ei a 2. ccasasceoscsanasuasadessansandaansencsaar’ 80 
BEAT SS a angst eared cane sgic sc cadtcssanadoxvseundaneniasanwangsanrsdvstianteaanceeeexcassumestonnns 78 shin. Megami: TerisalzPersona SAPS 2) scsssssccssisisvcasassancstsvcrrateasisccarnancs 82 


MEET THE GAMEPROS! 


What is your earliest video 
game memory? 

Watching Sammy Terry's mid- 
night horror show and play- 
ing Mega Man 2 in my friend’s 
basement. 


PapaFrog 
What is your favorite classic console and why? 
Sega Saturn. | sorely miss Panzer Dragoon, Nights 
into Dreams, and Clockwork Knight. It also had 


Shining Force Ill on it, which is one of my favorite 
RPG titles of all time. 


What is your favorite game of all time? 

After playing it on the Wii | was reminded that it’s 
RE4. Guess all that Sammy Terry sunk in. 

You can only own one current gen console: which 
relil=me (eM Celi meiilelely tg 


I'd choose a Wii. I'm a big fan of Nintendo and 
MiimactcliMmcele) diate miclauie-lge Mm com dale alate] Mla) e-1o 


with PapaFrog to discuss, among other things, his strange fascination with unicorns. 


Other than that I'm a really big fan of the Suikoden 
series, especially the third installment. 


You are also obsessed with unicorns. What's up 
with that? 


After watching Clash of the Titans as a kid | was in- 
spired and took a tube of super glue and some clay 
and turned my pet hamster into a miniature uni- 
corn. Though it only survived in this plane for a day, 
it came back to me at night and took me on moon 
lit rides. 


Speaking of magical creatures, let’s say you find 
a genie lamp on the ground. What's the first thing 
you wish for? 


I'd wish for a tea party with Will Wheaton and Elijah 
Wood. We'd sit around on giant toad stools sipping 
Earl Gray and watch unicorns graze in Hobbit fields 
while we tell jokes about Lt. Commander Data. 


Wow, that’s some wish. What do you do with the 
other two wishes? 


Each month, members of the GamePro reviews staff will take on your burning questions in 
order to reveal more about what makes them tick. This month, we initiate a Vulcan Mind Meld 





Crystal Chronicles game. 

I'd wish that Sony and Microsoft dropped the - 
prices on their systems, and I’d wish for a one- : 
on-one with Mario so | could talk some sense | 
into him and get him to give up on the Princess... 
blondes are always trouble. Be 


You're a big RPG fan: what’s your favorite RPG 
title of all time? 


| was a slave to FFXI for a year where | played a Ta- 
rutaru Red/Black Mage IvI.60...1 miss you Spillow! 





GAMEPRO’S RATING SCALE 


Behind the numbers: 


5.00-4.50 
4,25-3.50 
3.25-2.50 
2.25-1.50 
1.25-0.00 


The best of the best. If you don’t own this game, you should. 
Think Halo, Zelda, Resident Evil, and Metal Gear Solid. 


Highly enjoyable, but falls short of true greatness. 
The Fight Nights and Tony Hawks of the world. 


Approach with caution—try before you buy. Enter the Matrix 
and the Dynasty Warriors games fall squarely in this category. 


Should come with a sticker: “Warning, contains poisonous 
amounts of suckage.” Remember Backyard Wrestling? 


GAMTEP RO 


EDITORS’ CHOICE! 





An absolute insult to humanity. 


Kill it with fire and holy water. Games that score 4.50 or higher are awarded 


our coveted Editors’ Choice Award. 


REVIEWS 


SYN ated (om com datcM\"/(cYer- el cal <-e-m ole) 'iV/-)ai0] mVZe)|(-\Vae) >) ale) tom tal} 
can quickly sway the score in your favor. Learn to perform 
this power move and you'll rack up the wins in no time. 


MARIO STRIKERS 


Move over Mario Party 8: the best Wii party game is finally here! 





ey Nintendo, thanks for nothing. As if 

my friends weren't already spending too 

much time sitting on my couch and eating 
up all my food, you just had to go and send me Ma- 
rio Strikers Charged, didn’t you? Now, those idiot 
friends of mine have permanently taken up resi- 
dence on my couch and | can’t regain control of 
my living room and—what's that? Oh, it’s my turn 
to play? Sorry, Nintendo, | have to go. 


FUTBOL ITALIANO 
Ah, soccer. It truly is the king of sports. Sure, it’s 
under appreciated in the States but world wide, 








you can’t find a sport that rivals it in terms of its 
popularity or the effect that it can have on its ra- 
bid fan base. Strikers Charged won't change your 
mind about soccer, as it isn’t a realistic sim of the 
game by any stretch of the imagination, so if you 
weren't a fan of the sport going in, you probably 
won't be one coming out. What Strikers Charged 
will do, however, is convince you that soccer can 
be fun if it’s played by a bunch of characters from 
the Mario universe on insane courses with outra- 
geous power moves. 

Each game in Strikers Charged features 
two five-player teams going at it on a field 
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that’s roughly the size of a hockey rink. No 
kicking the ball three miles down the field 
here. Each team has a captain, three Side- 
kicks, and a goalie (which cannot be selected 
and is always the crocodile-like Kritter from 
Donkey Kong Country). Captains are pre- 
dominately major characters from the Ma- 
rio universe, such as Mario, Luigi, Peach, and 
Donkey Kong, each with their own special of- 
fensive abilities. For example, Mario grows to 
500 times normal size and rampages around 
the pitch while Wario sprays a foul fart mist 
and disorients players of the opposing team 
by mixing up their controls. 


PICKING SIDES 

Selecting your players requires some thought 
as every character in Mario Strikers Charged 
has their own unique attributes, fake outs, and 
special moves. When a player charges a shot 
on goal with a captain, they perform a Mega 
Strike, which launches your character into the 
sky in an over-the-top Dragon Ball Z-like se- 
quence; depending on how successful you 
were at getting the kick off, the ball will mul- 
tiply and fly at the goal at blazing speeds. The 
opposing player must then stop each strike or 
risk giving up multiple goals. While the Mega 
Strikes are difficult to pull off, a good player 
will be able to take advantage often, which 
can lead to some balancing issues. Still, the 
game allows you to quickly make up ground, 
so you never feel as if you’re stuck in a lop- 
sided game with no hope of redemption. 


Thankfully, the controls work with you, not 
against you. They’re not overly complicated but 
they do take some time to get accustomed. This 
is especially true because there are quite a few 
different moves you will perform during a soc- 
cer match other than just passing and kicking. The 
Nunchuk is used to move around on the field, and 
use Power-Ups like banana peels and the Chain 
Chomp, which is a canine-like monster that chases 
and chews up players on the other team. 

The Wii Remote is used for just about every- 
thing else you can do in the game, such as pass- 
ing, shooting, body checking, slide tackling, and 
blocking incoming balls as the goalie. If you need 
some practice with the controls, the Strikers 101 
mode includes 10 lessons that will guide you 
through the basics such as using Power-Ups and 
carrying out Mega Strikes. 


A MAMMOTH LOAD OF MODES 

The core gameplay in Mario Strikers Charged 
is arguably the best available on the Nintendo 
Wii, and while the game succeeds most as a 
multiplayer experience—we defy you to in- 
vite three friends over and not have a good 
time with this game-—it is still a total blast 
if you're playing by yourself because there 
are number of modes to keep you thoroughly 
entertained and challenged, such as Domina- 
tion Mode. This is the standard mode in the 
game, but while playing alone you can set 
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MARIO: LEADS 3-0 
MARIO NETS 3 MEGASTRIKE GOALS! 
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the computer’s skill level from one (Rookie) 
to nine (Mega Striker). 

Another addicting solo gameplay mode, that will 
keep you busy after you’ve grown tired of the main 
game modes, is the Striker Challenges. After com- 
pleting one of the 12 Challenges, which range from 
having to win a match while players are missing 
from your team, to having to gain a shutout, you un- 
lock “Cheats” which can be toggled on and off from 
the Domination Mode menu. Cheats vary from an 
Environmental Cheats that makes the electric fences 
more devastatingly powerful, to Power-Up Cheats 
that makes you play without any Power-Ups. 


You’Lt NEVER STOP 


PLAYING THIS GAME 

Thereis also a Roadto the Striker Cup, which acts as 
the season mode in Mario Strikers Charged, where 
you can compete in three separate tournaments, 
the Fire Cup, the Crystal Cup, and the Striker Cup. 
Each match is progressively harder than the last 
and by the time you reach the Striker Cup, matches 
become so grueling, you'll most likely have to take 
breaks to prevent hand paralysis. By success- 
fully winning the Cups, you unlock secret playable 
characters—the coolest of these being Petey, the 
fireball spewing Venus Fly Trap that has been ap- 
pearing in Mario games since the original Super 
Mario Bros. You can also earn trophies for excep- 
tional offensive and defensive feats, which can be 
viewed from the Hall of Fame menu. 





Mario Strikers Charged also happens to be 
one of the very first games on the Wii that you can 
take online via Wi-Fi connection. Unfortunately, 
we didn’t have a chance to take the service out 
for a spin at press time as we were dealing with 
an advanced review copy but we can only imag- 
ine how much fun it is to hop online and battle it 
out with random strangers. We’ll have to reserve 
judgment to see how Nintendo’s version of on- 
line multiplayer pans out but again, Mario Strik- 
ers Charged is the kind of game that screams for 
multiple human players to be involved, so the 
multiplayer portion would have to be outright bro- 
ken for it to not be a positive addition. 


GOOOOOOOCOCOOOOOOAL! 

At the end of the day, Mario Strikers Charged is 
a phenomenal addition to the Wii’s library and 
will rival Goldeneye 64 in terms of the exhilarat- 
ing multiplayer experiences that it offers up. Don’t 
turn your nose up at it just because you don't like 
soccer or you'll be missing out on one of the best 
gaming experiences around. Now, bring on Super 





Want more Mario Strikers 
{ej Charged screens and info 
online? Text 9r2d to 59479 


Pros: Insanely fun and addictive. Invite your 
friends over and watch the hilarity ensue. 


Cons: Mega Strikes can easily be abused. 
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An unwieldy control scheme weighs down this ambitious but ultimately flawed title. 


Ithough most of the negativity surround- 
A ing the PS3 has to do with its exorbitant 

price tag, it is, without a doubt, its ane- 
mic game library that is the system’s true Achil- 
les heel. There’s no denying that if the games 
were there, the price of the system wouldn't 
matter as much. Look ahead to the next few 
months and you'll see games like Heavenly 
Sword and Metal Gear Solid 4 waiting just on 
the horizon, but what the PS3 needs more than 
anything right now, at this very moment, is a tri- 
ple-A title to come along and provide some lift 
for its massive black wings. 


Lair is the first of the hotly anticipated and 
overly hyped PS3 games that could have and 
should have fit the bill, and although it flies in 
with a full head of steam, it ultimately comes in 
for an awkward landing. 


COME FoR THE VIEW 

Before we get to the things it does wrong, let’s 
look at the list of the things Lair does right. First, 
Sony fanboys will have a lot of fun crowing to 
Xbox 360 fanboys about the game’s gorgeous 
graphics and rightly so, as Lair does a great job 
of showing off the graphical prowess of the PS3. 


Factor 5 @ Publis! 
It isn’t the revolutionary leap over the Xbox 360 
that the PS3 diehards will want it to be but it is 
proof positive that developers are finally begin- 
ning to get a firm grasp on the complexities of 
the hardware and it serves as an encouraging 
sign of what’s to come. 

Speaking of which, Lair plays great regardless 
of the setup: we played it on an old 480i set all 
the way up to a brand spanking new 1080p display 
and it looked impressive all the way through. Ob- 
viously you'll get better results with a true 1080p 
display, and if you have the equipment to take full 
advantage of the audio/visual buffet that Lair has 
to offer then you’re definitely in for a treat, espe- 
cially if you’re equipped for 7.1 surround sound, as 
Lair’s orchestral score is particularly strong. 


THE AiR UP THERE 
| also appreciated Lair’s compelling and interest- 
ing story, even if it does have a few holes. The 
narrative revolves around two nations who were 
once united but were split during a cataclysmic 
time of upheaval. One nation, the Asylians, pros- 
pered while the other, the Mokai, did not. You play 
the role of Rohn, a member of Asylia’s Sky Guard, 
who begins the game defending his country’s bor- 
ders against a Mokai invasion but is quickly em- 
broiled in a growing conspiracy of betrayal. 
While the story isn’t going to win any original- 
ity awards, its element of theological warmonger- 
ing is fascinating and has a lot of resonance with 
current cultural events. And despite a few plot 
holes, the story drives the action along and gives 
you enough excuses to ride out on your dragon 





and wreak havoc, which is, of course, the main 
draw of the game. 


DRAGON Your TAIL 

At its best, the dragon-based combat of Lair is 
pretty damn awesome. Soaring around majesti- 
cally in the sky; raining hot fiery dragon-breath 
death upon your foes’ heads; grappling with other 


dragons and clawing their eyes out; leaping 
onto an enemy dragon-rider’s back and hack- 
ing at him with your weapon; swooping down 
onto the ground and rampaging around like 
Godzilla—there’s no shortage of thrills to be 
had. Missions have a variety of objectives and 
you'll constantly be forced to change your tac- 
tical focus and point of attack. 











While the gameplay isn’t revolutionary, 
it’s solidly done, which is no surprise given 
developer Factor 5’s track record with its Rogue 
Squadron titles. But here’s where things get 
complicated: for all its pretty graphics and 
sweet dragon-on-dragon action, the game suf- 
fers from one colossal design flaw—it relies en- 
tirely on the Sixaxis motion sensing controller. 

Want your dragon to go left? Bank your 
controller left. Want it to swoop down? Tilt the 
controller forward. It sounds simple enough, 
but in practice ends up being more of a chore 
than it should be. To be fair, the motion sens- 
ing is pretty accurate but requiring you to 
constantly move your hands around while fid- 
dling with buttons over the course of a fairly 
long game is asking too much. It’s unfortu- 
nate that the game relies so heavily on a gim- 
micky feature that no one has been able to get 
a true grasp of (pun intended). 


TRIED AND TRUE 

What’s most confusing about all this is that 
there is no other control scheme available. 
Had Factor 5 simply put in an option to switch 
to an analog-stick based scheme, the game 
would have fared much better. Sixaxis doesn’t 
ruin the game—spend enough time with it and 
you'll eventually get used to the controls—but 
being able to play with a traditional analog 
stick scheme would have made the game more 
palatable and enjoyable. 

If you factor in occasional goofs like 
stilted storytelling, frustrating missions that 
you will have to repeat multiple times to get 
right, an irritating lack of objective updates 
during battles and an unfriendly camera that 
works against you as much as it works with 
you, and you have a game that could have 
been great but isn’t. 

| should point out that we were playing an 
early review build and Factor 5 will probably 
make tweaks up to the moment the gold mas- 
ter goes off to the mastering lab, but the core 
gameplay mechanics are already in place and 
there’s no denying that it’s flawed. | expect 
many fans will be disappointed thanks to all 
of the hype that’s built up around the game, 
but the inevitable complaints about the control 
scheme will no doubt be warranted. 

Despite all this, Lair still manages to be de- 
cent title that all PS3 owners should look into but 
you may want to reserve your true excitement for 
the day when the other hotly anticipated PS3 ti- 
tles like Heavenly Sword arrive.—This Old Man 


Want more Lair screens and 
info online? 
Text hmh9 to 59479 


FUN FACTOR 
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OUT OF 5.00 *% 
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Cons: The decision to utilize a Sixaxis only 
control scheme hurts more than it helps. 
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REVIEWS 


BRAIN AGE 2 








rain Age 2 is essentially an expansion pack 

to the original Brain Age (though for the 

same $20 price tag), and whether or not it’s 
an example of the best or the worst type of ex- 
pansion pack depends on how much you liked the 
first one. There are all new brain-analyzing tests, 
variations of old games and of course, tons of new 
Sudoku puzzles, but the majority of the game is 
still the same. 

There are some changes, though, and for the 
most part, they are welcome additions. Some of 
the tests have received minor tweaks, such as 
Sign Finder which is just a tweak of Calculations, 
while games like Word Blend, in which the DS 
speaks up to three words at the same time and re- 
quires you to write them down, and Piano Player, 
which requires you to touch piano keys in time to 
the music are new. 

Brain Age 2 also does a better job of voice rec- 
ognition, which was a major weakness of the first 
version. It’s clear the developers tried harder to 
get the voice recognition done right. It’s not as 
tricky but it isn’t perfect by any means. You'll still 
have to clearly pronounce your words but you'll no 
longer be screaming at your DS like a lunatic either. 

The decision to buy Brain Age 2 comes down 
to how much you liked the first one. If you played 
that title for a long time, you'll probably love this 
one too. However, if you approached it the way 
most school children approach homework, then 
you'll probably want to pass up on this one. 

In my mind, Brain Age 2 is an excellent diver- 
sion, and the game does get you to think in ways 
that you normally neglect. If you are a fan of these 
brain-testing puzzle games, Brain Age 2 undoubt- 
edly brings more of the same greatness you loved 
from the first Brain Age. However, don’t expect 
too much more content than new tests and more 
Sudoku grids.—T3hPanda 
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OUT OF 5.00 


Pros: New tests are interesting. Voice recogni- 
tion is improved. 


Cons: Not enough content to be a true se- 
quel. Has an expansion pack flavor. 








PICROSS DS 
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rain teasing puzzle games are all the rage 

these days, with the gird based numbers 

game Sudoku leading the charge. Picross 
DS is an interesting addition to the genre that is 
fun for as long as it lasts but it certainly won't 
leave an impression the way more notable puzzle 
games like Sudoku or Tetris will. 

The basics of Picross are a little hard to ex- 
plain but here goes: there is a grid separated into 
sections; let’s say for the sake of demonstration 
that we have one 15 squares wide by 15 squares 
high. Each row has a set of numbers attached to 
it; for our example, let’s say one row has 1 2 1. 
This means that you must fill in one square, then 
there must be at least one space, then you must 
fill in two squares, leave at least one blank, then 
fillin one last square. Which squares you fill in and 
which squares you leave alone are all dependant 
on a variety of factors including the surrounding 
rows and the image that you are trying to draw. 
That’s right: unlike other puzzle games, Picross 
has the added visual element to it. 

It might sound confusing but once you actu- 
ally try a few puzzles, you quickly pick it up. Puz- 
zles can be solved through deductive reasoning 
and by using the visual element as a guide, but 
you can also just brute force your way through, al- 
beit with a time penalty attached. 

That’s really all there is to Picross. You can cre- 
ate your own puzzles and share them with others, 
which is neat, there are a variety of modes for re- 
playability, and the puzzles are fun to complete, 
but it’s all sort of fluffy and light feeling, with none 
of the mental meatiness of Sudoku. That said, 
Picross DS is a really nice electronic version of the 
game. This one is strictly for diehard puzzle fans 
and gamers who find the number juggling of Su- 
doku to be too challenging or boring. It’s a good 
little title that’s enjoyable but ultimately of limited 
appeal.—The Grim Wiiper 
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Pros: Great electronic rendition of picross puzzles. 


Cons: Fun for a while but it lacks the mental 
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ms Developer and publisher: Atlus 


iving out the life of a high school student may sound mundane, but 

Shin Megami Tensai: Persona 3 actually manages to make it compel- 

ling. That’s because the everyday activities like going to class, joining 
social clubs, and flirting with girls serves an even greater purpose: it in- 
creases your ability to summon physical embodiments of your psyche and 
battle night-time demons. | know what you're thinking: why can’t real high 
school be like this? 

The setup for Persona 3 goes like this: every night at midnight, there is a 
time between day and night known as the dark hour. You, along with a hand- 
ful of your classmates, are able to summon personas and use them to battle 
against demons during this time. Most of the adventuring is done in an evolv- 
ing dungeon called Tartarus and the battles are turned based; you can also see 
your enemies on the field and choose to engage them or try and avoid them. 
What truly sets the gameplay apart here is that you can order your team to split 
up and fight solo. 

Good thing the party A.I. is up to snuff. Your party consists of up to 
four members at one time but you’re only responsible for controlling the 
main character. And as the game progresses, you'll gather a nice collec- 
tion of allies to pick and choose from. All in all, the balance between the 
high school life-sim portion and the after-school demon battling portion is 
nicely maintained and the interplay between the two is one of the game’s 
main strengths. 

The visuals in Persona 3 are nothing to write home about but they get 
the job done. The story is held together by cut-scenes rendered in an anime 
style, which are quite spectacular and engaging; the unfortunate side effect 
is that when you return to the actual game, things look a little drab by com- 
parison. What pulled me through is the fantastic music. | was so impressed 
by it that | jumped onto the Internet and bought the CD. If you're a fan of J- 
Pop and hip-hop then you won't be able to get the soundtrack out of your 
head. The music really develops the mood and setting in a way that comple- 
ments the graphics, and even make them seem better. 

At the end of the day, Persona 3 is an engaging title that truly pushes 
genre conventions in an exciting way. If RPG titles are your thing, then defi- 
nitely don’t pass this one by.—PapaFrog 


Pros: Engaging gameplay, soundtrack is fresh 
EVavomalcayy 


Cons: Daily life can get repetitive, graphics 
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LEAD SOLDIERS IN A STRUGGLE FOR TRUTH 
IN AN ALL-NEW REAL-TIME STRATEGY RPG. 
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LUMINOUS ARC 











HEROES OF MANA 





he DS has sorely been lacking in the strat- 
T egy RPG department lately, so it’s good to 

see Atlus step up to the plate with Lumi- 
nous Arc. But while it’s an interesting stab at fill- 
ing the void, it ultimately comes up short. 

Where Luminous Arc succeeds is in its presen- 
tation. The game is beautifully drawn with attrac- 
tive character designs, boasts a solid sound track 
and, surprisingly enough, features an adept voice- 
acting cast. What it doesn’t do so well, however, is 
the story line, which is bland and underwhelming. 
The character development is also weak and lack- 
ing, not a good sign in an RPG title 

At least the game plays decently enough. It’s 
reminiscent of Final Fantasy Tactics in that you 
move your characters around to your desired po- 
sition on the battlefield one square at a time to en- 
gage your enemy. The game does have the added 
option of a super move called the Flash Drive, 
which adds a nice little twist to things. Although 
you can’t choose the job type for your characters 
like Final Fantasy Tactics, you do have a fair as- 
sortment of fighters to choose from, but they all 
have predictable personalities. There’s the just 
but naive protagonist swordsman, the rough and 
tumble womanizer with the big broadsword, the 
conflicted priestess, the large breasted witches— 
the list goes on and on. 

We also noticed that it is difficult, to choose 
the individual characters. Many times, you will ac- 
cidentally select the wrong unit. It would be nice 
to be able to alter camera angles on the battle field 
to reveal the hiding character to correctly select 
the unit instead of accidentally killing one of your 
own units due to a mistake with the stylus. 

We did appreciate the ability to battle others 
over the DS Lite’s Wi-Fi connection but ultimately, 
there isn’t enough in this game for us to fully rec- 
ommend it. It’s a decent enough game but it isn’t 
the grand strategy RPG experience that we've all 
been waiting for.—I Like Pie 
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Pros: Attractive Gapnice and great sound 
track. Wi-Fi battle option is intriguing. 


Cons: Character selection is difficult on the 
touch screen. Story and characters lack depth. 
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eroes of Mana follows a new character 
al in the “Mana ‘verse” named Roget and a 

rapidly ballooning band of rebels as they 
battle against the encroaching Peddan army. 

The title places an emphasis on RTS action 
that follows the typical “Gather, Summon, Fight” 
progression that most every other RTS game re- 
lies on. Although, the inclusion of Leader units 
that can equip armor and cast magic does make 
for some variation, the game is still trapped in 
genre conventions. Thankfully, the implementa- 
tion of the DS controls is good, although the end 
results are a little mixed. The touch-screen makes 
it easy to tap and lasso specific units, allowing you 
to quickly and efficiently send your troops off to 
do your bidding. 

The game’s biggest Achilles Heel, however, is 
the size of the DS screens: micromanaging dozens 
of units across a sprawling battlefield isn’t easy 
when you can only see a three-inch sized portion 
of it at any given time. This problem is a/most rec- 
tified by the DS’ dual-screen, as the battlefield is 
displayed on the bottom with a map on the top. 
You can flip the map down to the touch-screen 
area and tap anywhere on the screen to see the 
action in that section but you have to then flop 
the battlefield back down onto the touch screen 
to manipulate your units again, which definitely 
wears thin after a while. 

Overall, Heroes of Mana is a nice enough di- 
version, but it’s hard to see what Square Enix was 
trying to do with this title. RPG fans will obviously 
disdain it for its RTS skewed focus while RTS fans 
will turn their noses up at the RPG heavy influ- 
ence. And both parties will be turned off by the 
limitations of the DS Lite’s screens. It’s a hard ti- 
tle to recommend to anyone but the most ardent 
Mana ‘verse fanatic. But we commend Square 
Enix for trying something new and we hope they 
venture into this territory again, maybe on one of 
the bigger consoles.—T3hPanda 


Pros: Touch screen is ideal for quickly selecting | 
units, character designs are interesting. 


Cons: The DS screen is way too small for this 
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eanne d’Arc is a pseudo-historical strategy 

RPG that follows Joan of Arc through the last 

stages of England’s siege over France, only in 
this rewrite of history England's bratty child-king 
Henry VI becomes possessed by an ancient de- 
mon and calls upon monsters to aid the English in 
their attempt to dominate France. Talk about revi- 
sionist history! 

The unfortunate thing is that Jeanne d’Arc 
doesn’t necessarily do anything new for the strat- 
egy RPG genre. However, what it does right it does 
well, and it doesn’t weigh you down with some 
of the more cumbersome aspects it shares with 
other titles in the strategy RPG genre. 

The visual style of Jeanne d’Arc is split up 
nicely between fully 3D environments and char- 
acter models that resemble classics like Legend of 
Legaia and Final Fantasy VII. The anime cut scenes 
are also very nicely rendered, as we’ve come to 
expect from these sorts of titles, they really lend 
to the game’s charm, much in the way that the 
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sequences found in Lunar did. The voice acting is 
also very solid, which is yet another nice surprise. 
This also arguably marks the first time in video 
game history where a game’s cute anime charac- 
ters are depicted with funny little French accents, 
which is of no historical importance but is fun to 
mention anyway. 

Battling in Jeanne d’Arc will remind many of 
Final Fantasy Tactics, but the complexities seep 
in slowly and are never confusing due to the lo- 
calization team’s awesome (and oftentimes very 
humorous) help menus. Every playable character 
has a specific weapon type that they are suited for, 
and from there are easily customized using three 
slots which can hold different spells, special at- 
tacks, stat enhancements, and elemental attri- 
butes. The fact that developer Level 5 kept things 
relatively simple compared to the complexities 
of many of Jeanne’s strategy RPG predecessors 
makes this game easy to jump into and hard to 
put down. 
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While basing much of it’s gameplay off of pre- 
vious games of its genre Jeanne d’Arc doesn’t 
bring many new things to the table, but it does of- 
fer up solid game mechanics and a really nice vi- 
sual presentation, while leaving the door open to 
casual or new strategy RPGers. At the least, it'll 
keep you busy while you wait for the Final Fantasy 
Tactics remake that is scheduled to hit the PSP 
soon.—SonOfTheShiningPath 
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Pros: Excellent presentation. Solid strategy 
RPG gameplay in the Final Fantasy Tactics. 
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Just 4 Easy Steps! 
© 


Visit www.gameprodeal.com 


Enter your email address, and tell 
us where to send your XBOX. 


Consider some of our special 
deals from sponsors you already 
shop with and trust. 


Complete the offers of your 
choice on items that you already 
buy every day! 


(More than 600 to choose from!) 
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Leave your world behind and enter the land of Vision, One of the best-looking PSP* (PlayStation’ Portable) system games, 
filled with many unforgettable characters, unique abilities, ~ brimming with amazing 3D environments, personality, 
and one young hero’s quest to save What matters most. and exclusive content unique to this U.S. version. 
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(NOT SO) BIG LIST 

Game Name Fun Factor 
SOO’ MarchitorGlonys(RSP) assscnenccecsccersteetes menereneessuov eae acmareasne suesvauaancetendera 2:25 
GookingiMaimay Cook Off (DS) heterssceccscseececentensatenesuaner tath naceentscchanthancansenea 3.25 
CUStOMMRODOIATE NAD Se seresaversaccneect csetae ae eaeectnapeeksescteteemuenactretbeaey 3.00 
DotamnleomUxboxscGO rawr iectecrcnceear en ecncatccsenceersecphecminnrcete sevusarrtncsacnten 4.00 
Final Fantasy Fables: Chocobo Tales (DS) .......cessssssessssesseeesssesescessesseesceses 4.00 
MIEBHO7 TNS ShOwallRS2) recess tastes action car aaseccecauatasameasesteuaccrercreacaesccesaaces 4.00 
NBAStreet Homecourt (OXboxiG60) z.stvsrcsscecesesvensrcee mnccseavavsepsnntessesseecn sees 4.25 


Phoenix Wright: Ace Attorney—Justice For All (DS) .....cceceeseseseseseseeesees 4.00 
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GamePro reviews all the hottest new games as well as top current hits. For more the full 
review, trailers, screen shots, and the best prices, please visit WWW.gamepro.com 













Ninja Gaiden Sigma: “The best version released so far, and that’s saying a lot.” 


Game Name Fun Factor 
Ratchet cuGlankysize Matters) (PSP) cccnvanctcssssistnasraseesrsercesccverapeviescendenexs 4.25 
ShiminGirOncele WAN RS2) iesneencterccescs ster cieuaee rep wseeceseeemmenaectrarcensiecn cen cabreestiene 3.50 
Sonic anditherSEcret RINGS (VV) Keccrs:ncscassterese-cusacces caeveesrtcsdectentuovancrsuspssexces 3.75 
SHECtrODESH DS) hrscrncceecsircecersterscncencescrcerreceenaresdecsthscaunendacseachaarcentecinacaiars 3.00 
SSXCB Ur (MUU) meetin eset, Se nermt Uy crew ne ete carn CU nee ct ce pores 2.50 
SiWVAEK-E:Re Shadow: of Chernobyl (PG) kitcccccssccstecscseevevscadeotecesnvostscaxevers 4.25 
Tekken 5: Dark Resurrection (PS38) ..........ccssesssssssssecsssescescesssesssensssecsscneeseens 4.25 
Tiger Woods RGAGTOUROZ (WII) sasssvercceshccetscensvessuprcevesnvorncuesssttcdcesanasasuesuces 3.50 
Tom Clancy's Ghost Recon Advanced Warfighter 2 (Xbox 360)............ 4.25 
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shaping up to be a major im- 

provement over previous 

versions, which bodes well 

for the new PS3 version, too. 
Brother Buzz The presentation has a lot of 
Faller ia {iad tem coleloral<toym olUh and atom elcx-y anual iave mcm dercls 
there are a ton of new gameplay anima- 
tions. This makes a major difference in how 
the entire game looks when a play is in mo- 
tion. EA Tiburon has also redone the run- 
raliavewrstaliaat-isle)atcm-late im o-t-y-ve mroxere) pave) diol ene} a) 
the body types of the players so the strides 
look more realistic. 

The A.l. got a shot of brain juice, too. 
From. first-hand experience, it’s murder! 
Deep zone coverage A.I. was rewritten to 
eliminate money plays, and you're not go- 
ing to sneak any passes in to any well- 
covered receiver any more. On offense, 
C.P.U. passing looks sharp with improved 
ElolelU le: eivar-Vavomel-reltslolatiaarcLdiare hi 

lf the A.|. makes a play, it’s going to rub 
it in, too. There are at least 60 new player 
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ers are yet to be determined since online 
gameplay remains a mystery. 












(Some day my Friend... 
Some day..... 


Currently Halo 3 is sched- 
uledto release on September 25th forthe Xbox 360 
only. But like Halo and Halo 2, Microsoft will likely 
eventually release a PC version after the initial ex- 
clusivity on the Xbox 360 has run its course. 


Immersion filed a lawsuit 
against both Microsoft and Sony back in 2002 for 
infringing on a patent for “tactile feedback man- 
machine interface device.” Microsoft settled out 
of court by purchasing a 10 percent share of Im- 
mersion, while Sony took the case to court. Sony 
lost, and was forced to pay Immersion and halt the 
sale of rumble controllers. The only reason Sony 
was able to keep selling the PS2 with Dual Shock 
controllers was because Sony had filed an ap- 
peal. But now that both Sony and Immersion have 
reached an agreement, Sony is free to keep rum- 
ble in the PS2 and even put it in the PS3. 


Well, there is a good case for 
a sequel. Resistance sold and is still selling well 
for the PS3, and the heaps of online support and 
updates mean the game is getting lots of atten- 
tion. | think all signs point to a sequel, but not for 
a long while. Developer Insomniac Studios is in- 
ternally tied up with a little series called Ratchet & 
Clank, preparing for the first PS3 release—Ratchet 
& Clank Future: Tools of Destruction. 





It’s true, Back Isle Studios, the 
original developer of the series, is no longer work- 
ing on Fallout 3. Instead, Bethesda Game Studios, 
famous for the Elder Scroll’s series, has taken over 
development. It remains to be seen how different 
the game will be now that a different studio is 
making the game, but Bethesda has said that Fall- 
out 3 will still focus on non-linear gameplay, black 
comedy, and adult themes that are characteristic 
of the series. If the short trailer released recently 
is any indication, it looks like Bethesda is off to a 
very good start. 


and read more 
tips online, text to 
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It must be really 
hard to be a Sony 
fanboy these days. 


| actually don’t play many 
Witel-Xommmer-leatct-warelUlaiare pan agic) 
week, but | play a lot on 
weekends. | have between 
2.5 and 3 hours of home- 
work a night. 


| think it is a huge rip off to pay $10 bucks for 
games that are almost 20 years old. Wii Virtual 
Console and Xbox Live Arcade are way over- 
priced. If the V.C. came out for the GameCube 


when it was released it would have been a big- 


ger deal. Emulators have been in full swing Seon 
% eae y K mm , , 7? ‘ On the insistence 
since 1995, so it’s too little too late for classics. ; ( that the PS3. is 
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Status: End Boss On whether emulators hurt or help gaming 
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j When did you last play a Wii game? 


Yesterday [Wj25% 


Last Week [J11% 
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“It's not the post counts, 
it’s the posts that count. ” 
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GAMEPRO CHALLENGE Every month, hundreds of readers take 


Tell 5 d | h ™ the GamePro Challenge. Find it at www. 
ell us, In 50 words or less what video fef]a nl) e)cemexe)nayceve)palanlelali ava malice aavolaliais 


game character you'd like as your best [AY iReimmnCChieaAmecn Coin Ce G It) 


friend... FX Pro 5+1 headset. Check out their 
other products at eDimensional .com. 


Your hot picks as decided by 
(Cr-Tant-)e)conere)an 





Link. There’d be no words between us. We’d have 
our own secret language of grunts and screams. 





Thelight77 
Status: End Boss 





Me and my best friend, Solid Snake, would go on top 


i secret missions and infiltrate Russia together. 
Black_Phantom 
Status: Ninja 


Darth Revan from Star Wars: Knights of the Old Republic. 
Simply because | can walk wherever | want to go and 
nobody messes with the guy with the light saber. 





Jerichowiz 
Status: End Boss 


The fret board from Guitar Hero! 





Marvin, the. Robot 

Status: Playa 
Rachel from Ninja Gaiden Sigma. | would like to hang 
out with her because | feel that she needs a strong, 
supportive man to help her kill monsters and fight 


rogue ninjas. AndresON777 
Status: End Boss 


On the scariest moments in O On the Xbox 360 not getting 
rereTnal are] Square Enix support 








You write, we respond. 





| love the Art Attack section—video games and art, 
what could be better? But over the years, I’ve no- 
ticed Art Attack slowly diminishing, from multiple 
pages to one or two pieces thrown in the middle 
of Head2Head. Is this just due to lack of reader in- 
put? | would hate to see the death of the Art Attack 
section after so many years of success (and espe- 
cially before | have a chance to send in my work). 
Eric Mateer—Northbridge, MA 


Don’t worry, Art Attack lives! 
In fact, we are looking to reignite the artistic fire in 
all of you. In Art Attack we want to present aggres- 
sively creative works. They don’t have to be tech- 
nically perfect, but we want imagination, flair, and 
heart. Send your stuff in! 


| absolutely love the Art Attack winner featured in 
the June issue—the “Mog of War.” How | could 
get a copy of it for myself so | could frame it and 
put it on my wall? 

Nick—Valley Village, CA 


Art Attack always identifies the 
featured artist and provides a link to thier site. The 
“Mog” is by Brandon Kraemer, and the link to his site 
is: www.brandokay.com. Ask him for permission for 
a print. You might ask if he wants to sell it, too. 


In the July issue’s H2H, Vicious Sid comments 
about wireless guitars for Guitar Hero. He asks: 
“Who wouldn't like a wireless guitar controller?” 
The answer? Me. And I’ve got three good reasons 
to back that up. Reason One: When you're playing 
a real guitar, you're most likely hooked up to an 
amp. The cord on the GH guitar gives it a more re- 
alistic feel. Just think of the console as your amp. 





GUITAR HERO II XBox 360 aves 


The Letter of the Month winner will 


aclercihVzcmaalcmCleliecl mm iclaemimolelareliomie)s 
the Xbox 360. Rock on! 








Reason Two: wireless always means more cash, 
and this stuff is already expensive as it is. Reason 
Three, though, is the most important: USB con- 
nectors are always PC friendly, and the guitar can 
be used on a freeware program called “Frets on 
Fire.” Take Guitar Hero, subtract a little bit of qual- 
ity, add an infinite number of songs, and you have 
Frets. You can download song packs by the hun- 
dreds, and you can even create your own songs. 
Mark Alters—Olathe, KS 


Find out more about Frets 
on Fire at: www.fretsonfire.sourceforge.net. 








i’. _z. -z. 





Why does Hollywood keep making movies based 
on games if they are such complete failures at the 
box office? And if movie companies are going to 
make these movies they should at least use capa- 
ble directors like Christopher Nolan (Batman Be- 
gins) and Peter Jackson (The Lord of the Rings). 
But | just got some horrific news: they’re making a 
movie about my beloved Legend of Zelda! | actu- 
ally felt like crying because |’m a big Zelda fan, and 
I'm sure the movie will suck. Why, GamePro, why 
did they have to mess with our precious Zelda? 
Geovanny Guzman—Fontana, CA 


Near as we can tell, you’re 
referring to a fan film called The Legend of Zelda: 
The Hero of Time by an outfit called BMB Finishes. 
This looks like one of those labor-of-love projects by 
some Zelda fans with movie-making skills. Check it 
out at the Legends and Adventure fan site at www. 
legendofzeldaseries.com. Kudos to BMB for the 
Zelda love, but this film may not see the light of ma- 
jor distribution, if you know what we mean. By the 
way, there’s no crying in video games. 


| read your exclusive article about the new Tony 
Hawk game (GamePro, June 2007), and I’m sure 
| wasn’t the only person who thought: “Another 
Tony Hawk Game?” At this point, it doesn’t re- 
ally matter if the game is any good or not. People 
are just tired of the franchise, and they should re- 
ally consider making this type of game every few 
years. | am probably not going out on a limb when 
| say this game is not going to do well in retail. And 
with Skate, the series now only has more competi- 
tion. It doesn’t matter whether these skateboard- 
ing games are good, the genre is just too tired. 
Sal—Via Internet 


SONY’s BIG GUNS 


ARE LOADING UP 

With the head start by Microsoft and the incred- 
ible innovation by Nintendo things would not 
seem to be looking so hot for Sony. The PS3 while 
a true monster under the hood has little soft- 
ware to show off its true potential. Still it hasn’t 
reached its one year birthday, yet, and by the wave 
of games the PS3 will soon host, Nintendo and Mi- 
crosoft may actually be in trouble. Big name ex- 
clusives are heading for the PS3 such as Devil 
May Cry 4, Final Fantasy XIII, Metal Gear Solid 4, 
Lair, and Heavenly Sword. If these games are hits 
like they should be, they will keep the PlayStation 
brand and Sony on top of the gaming industry. 
The next few months should be a fun time to be a 
PS3 owner, and it’s about time! 

Juan Nunez—Chicago, IL 
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This month's winner receives 


The Number 23 DVD 
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99.999 PERCENT CORRECT! 

You probably received a bazillion of these letters 
already, but on page 20 of the June 2007 issue, in 
the Spawn Point article about Dark Sector, “The 
Evolution of A Superhero,” under Phase 4, | think 
you meant to say that “Blade had Whistler” not 
“Whisper.” But rather than focusing on that flaw, 
I'd like to instead congratulate you for being ac- 
curate with the other 99.999 percent of the maga- 
zine. Great job guys, | love this magazine! 
HaKung Wong—Via Internet 
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The Art Attack! winner for this issue receives the Unrated version of The Number 
23. Jim Carrey stars inthis “mindbending” “must-see thriller” (Jeffery Lyons, NBC) 
that takes you on a “twisted trek into obsession” (Pete Hammond, Maxim)! DVD 
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LET’s CONNECT! 
Got a question or a comment? Write to the 
GamePros at: letters@gamepro.com or 
GamePro, Head2Head, 501 24 St., Ste. 114, 
San Francisco, CA 94107. Be sure to tell us 
your city and state, too. 





Unbelievably 
Great 
Test Drives 





www.EforAllExpo.com 


Cota 


POWER UP G*PLAY 


NEXT MONTH: BIOSHOCK 


INDEX OF ADVERTISERS 


This index is provided as an additional service. The publisher does not assume liability 
for errors, omissions, or additions due to last-minute changes or other contingencies. 


AK GANGS. wv oc vrcnspacdenpvdvuvesanseysSatcwasteccccccscdcvcansuncndonepacice 8, 9, 63,80 


2KGAMES.COM 


WUYPOWER.COM/ANZ900K7 
Best Buy 


besTeuY.com 


DeW COMPU conc conesvantersevesscvauedcwavargercuburssemesseveceneasersune Cover 4 
OELL.COM/PRO 


BlOCtONIC ANS cnc cnenvanavedeninnssnnacesuveusvacvectuss aster cksudeedces sine 4,5,10,11 


tAcom 


FreeZone 
GAMLPROOE AL.COM 


Full Sail Real World Education. 


FULLSA.COM 


GameFly. 


GAMEALY,COM/GAMEPRO 


Glu Mobile. 


a.com 


IDG World Expo. 


TORALLEXPO.COM 


WWOl Se csennacpcovsenncavenstcuseuensunenperss stecenacsstberanede: sotcuncnaend Cover 3 
wrth.com 


Lions Gate 
MARVEL COM/00C TORSTRANGE 


501 Second Street, Suite 114 
San Francisco, CA 94107-1431 
Tel: 415/243-4112 Fax: 415/974-7304 


ADVERTISING 


Bob Huseby VICE PRESIDENT, SALES 
ADVERTISING ADVERTISING SALES INQUIRIES ONLY, PLEASE. 


Emily-Jane Throckmorton 


NATIONAL ADVERTISING DIRECTOR 


Microsoft 


KOOK.COM HALOS.COM 


Milk Industry Foundation 


2OOVWYMER.COM 


18, 19, 29, 49 


NAMCOSANDAIGAMES.COM 


Sony Computer Ent America, Inc. 12... 0c cccccceccuscnvevcnccccvecscscecccccceccsece 2,3 
WARHAWK.COM 


GOARMYRESIRYE.COM 


U.S. Marines 


MARINES.COM 
NAVY.COM 


University of Advanced Technology. 


UATCou 


Wizards of the Coast 


SUBSCRIPTION QUESTIONS 


P.O. Box 37579 + Boone, IA 50037-0579 
510/768-2767 


Or click on the Subscriber Services link at GamePro.com 


bhuseby@idg-entertainment.com 





ethrockmorton@idg-entertainment.com 


SYD ILA RD 


www.gamepro.com 


Publisher 


Editorial Director 
Editor 

Managing Editor 
Features Editor 
Previews Editor 
Reviews Editor 
GamerHelp Editor 
Games.Net Editor 
Editorial Assistant 
Video Production Intern 
Copy Editor 
Editorial Interns 


Director, Creative Services 
Associate Art Director 
Design Intern 


Director, Production 
Prepress Manager 


Director, Online Product Development 
Lead Web Developer 

Senior Web Developer 

Associate Web Developer 

Associate Web Producer 

Online Editorial Intern 


Daniel Orum 


George Jones 
Wes Nihei 

Mike Weigand 
Sidney Shuman 
Chris Morell 
Tae Kim 

Patrick Shaw 
Dave Rudden 
Travis Moses 
Galen Sterling-Smith 
Chenda Ngak 
Amanda Ng 
Todd Melick 
Andy Burt 


Francis Mao 
George Hu 
Sean Bledsoe 


Steve Spingola 
Joe Crocenzi 


Craig Eastman 
Jason Klingstedt 
Justin Lewis 

Sui Mak 

Brian Roys 
Spenser Hall 


De 


ENTERTAINMENT 


President and CEO 
Administrative Assistant 


Senior Vice President 


Vice President, Sales 
National Advertising Director 


Director, Operations 
Advertising Ops Coordinators 
Audience Development Coordinator 


Daniel Orum 
Dawnielle Cramblet 


Francis Mao 


Bob Huseby 
Emily-Jane Throckmorton 


David Goldberg 
Mary Atchison 
Karim Baki 


West Coast Office: TEL: 415/243-4112 * FAX: 415/974-7304 

Michelle Torrey REGIONAL ACCOUNT MANAGER mtorrey@idg-entertainment.com Vice President, Human Resources Kate Coldwell 

Jennifer Crist ACCOUNT MANAGER jcrist@idg-entertainment.com Director, Human Resources Lisa M. Hess 

Nadine Jarrard ACCOUNT MANAGER njarrard@idg-entertainment.com Human Resources Coordinator Ellen Malinowski 

Andrea Mullany ADVERTISING COORDINATOR amullany@idg-entertainment.com 

Shannon Eustice ADVERTISING COORDINATOR seustice@idg-entertainment.com Director, Marketing Simon Tonner 
Marketing Intern Jasper Kwan 

East Coast Office: TEL: 212/590-2576 * FAX: 212/590-2508 

Nadia Hasan SENIOR ACCOUNT EXECUTIVE nhasan@idg-entertainment.com Director, Consumer Marketing David Cobb 

Nickole Patti ADVERTISING COORDINATOR Nnpatti@idg-entertainment.com Circulation Coordinator Kathryn Washburn Main 

MARKETING/PROMOTIONS Founder, GamePro magazine Patrick J. Ferrell 
Simon Tonner MARKETING DIRECTOR stonner@idg-entertainment.com 





LIST RENTALS 
American List Counsel 


Entire contents copyright 2007 by IDG Entertainment. All rights reserved. Reproduction in whole or part without prior 
written permission by the publisher is prohibited. All submissions, including, but not limited to, artwork, text, photographs, 
and videotapes, become the property of the publisher. Submissions cannot be returned; senders should retain a copy. The 
GAMEPRO®, DVDPRO®, and NETPRO® names and logos are Registered Trademarks of International Data Group, Inc. Nintendo, 
Nintendo 64, Game Boy, Game Boy Color, Game Boy Advance, GameCube, Nintendo DS, Nintendo Wii, and the 3D*N" logo are 
Registered Trademarks or Trademarks of Nintendo of America, Inc. PlayStation, PlayStation 2, PlayStation 3, PS one, PSP, and 
the PlayStation logo are Registered Trademarks of Sony Computer Entertainment Inc. Microsoft, the Microsoft Game Studios 
logo, Xbox, Xbox 360, Xbox Live, the Xbox logos, the Xbox 360 logos, and the Xbox Live logo are Registered Trademarks or 
Trademarks of Microsoft Corporation in the United States and/or other countries, and are used under license from Microsoft. 
Nokia and N-Gage are Trademarks or Registered Trademarks of Nokia Corporation. Sega, Dreamcast, and the Dreamcast 
logo are either Registered Trademarks or Trademarks of Sega Enterprises, Ltd. All other trademarks are the property of their 
respective owners. All products and the characters contained therein are owned by the respective trademark and copyright 
owners. GamePro does not claim any copyright in the screen shots herein. Copyright in all screen shots contained within 
this publication are owned by their respective companies. All materials listed in this guide are subject to change, and the 
publisher assumes no responsibility for such changes. Printed in the U.S.A. For subscription problems only, please write: P.O. 
Box 37579, Boone, |A 50037-0579, or call: 510/768-2767 


TEL: 800/252-5478 « FAX: 609/580-2864 


MARKETING REPRINTS BACK-ISSUE COPIES 


Kathryn Washburn Main CIRCULATION COORDINATOR Kathryn_Washburn@pcworld.com 


Volume 19, #9; September Issue; GAMEPRO” (ISSN 1042-8658) is published monthly for $24.95 per year by IDG Entertainment, 501 Second Street, Suite 114, San Francisco, CA 
94107-1431; An IDG Company: The World’s Leader In Information Services On Information Technology. Periodical postage paid at San Francisco, CA, and at additional mailing offices. 
POSTMASTER: Send address changes to GAMEPRO, P.0. Box 37579, Boone, !A 50037-0579. Change of Address: Please send old label and new address to GAMEPRO, P.O. Box 37579, 
Boone, IA 50037-0579. Foreign and Canadian orders must be prepaid in U.S. dollars on a U.S. bank and must include $12 for Canadian delivery or $25 for foreign air delivery. Canadian 
GST# 131 304 347. Agreement number 40674021 assigned by Canada Post. Return undeliverable Canadian addresses to RO. Box 1632, Windsor, ON N9A 709. 








Re te ee 





XBox 360, PS3 


ough to get your blood boiling, then how about 


If this in-game screen shot ign’ 
the fact that Hayden Tenno, Dar 
called Familial dysautonomia, 
throughout the body. In this ¢ 
exposed to a bizarre techno-orga 


ector’s super hero, is incapable of feeling pain. It’s 
hich affects the victim’s sensor 
= When wo) a <n COMM E-TalaleMcme-Te NYZ-11) 

ic virus that drives normal m 


nervous systems 
lox-xere) aa ot) 




















Nahas aS 





UP TO 2X PERFORMANCE WHEN MULTI-TASKING 
WITH. THE INTEL’ CORE™2 DUO PROCESSOR. 


Multiply your possibilities with laptops powered by the Intel® Core™2 Duo processor's C t . 
energy-efficient multi-core processor. Learn more at intel.com/core2duo entrino 


GREAT COMPUTING STARTS WITH INTEL INSIDE. fal 


©2007 Intel Corporation. Intel, the Intel logo, Intel Centrino, Centrino are trademarks of Intel Corporation'in the United States and other countries. 








Dell recommends Windows Vista” Home Premium. 


IN THE REAL WORLD, 
GOLIATH WINS. 


We've armed this monster with a proprietary two-stage cooling system, combining 


a liquid radiator with a thermoelectric cooling module. So you'll stay cool while 


overclocked. Now foes, small and large, don’t stand a chance. Yours is here. 


New Dell” XPS” 720 H.C 
Starting at 


$5999 





GET YOURS AT WWW.DELL.COM / PRO | 1-800-374-6841 @ DLL 


YOURS IS HERE 









without notice. Taxe 
Dell 
m at factory overcl 
are or software i 











*PRICING/AVAILABILITY: Prices, 
be combined with other select offe 
such errors. XPS 720 H2C OVERCLOCKING: Dell v 
operating life of your system components. Dell does not provide technical su 
TRADEMARK AND COPYRIGHT NOTICES: Microsoft and Windows are regis! 





ailability and terms of off 

ell for pricing or other errors, and 
g rclocking beyond factory setting 
from any third party application, such as NVIDIA nTune 5.0, used to enat 


©2007 Dell Inc. All right ved. Newspaper Advertisement Supplement 
















> overclocking, 








